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TWO GRASH COURSES THAT 


Take two courses that cover a lot of 
ground ina hurry. Konami® brings NASCAR® 
endorsed, smash and crash stock car warfare to 
the NES™ and Game Boy.” Winston Cup 
Champion Bill Elliott helped design the ultimate 
driving experience, complete with functional 
instrument gauges, authentic pit stops, 200 mph 
duels for pole position, spin-outs and a mind 
blowing first person perspective. You actually 
feel like you're in the roll cage of a real racer! 

Slide into one of three asphalt eating 
stock cars—Ford Thunderbird, Chevy Lumina 
or Pontiac Grand Prix (or an Oldsmobile 
cutlass Soy Game ao anes your bene! by 
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adjusting gear ratio, spoiler angle, tire stagger 
and transmission to the hairpin turns of Sears 
Point and Watkins Glen or the high banked ovals 
of Daytona and Talladega (or Atlanta for Game 
Boy). Then get ready to scrape sheet metal against 
Bill Elliott and 14 of the nation’s nastiest 
NASCAR drivers, either in single races or the 
grueling Championship Season. 

Then, when you become a gifted gear 
jammer, enter the Konami Bill Elliott’s NASCAR 
Challenge™ Contest. Send in your best NES or 
Game Boy Championship Season score. We'll 
fly the eight hottest prospects, four for the NES 
and four for Game Boy, in on Midway Airlines® 
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WILL DRIVE YOU STEER CRAZY. 


to meet Bill Elliott and witness the 1992 Daytona 500. Then, each paver compete on 
the Bill Elliott game version on which they qualified. 
The winners receive a Ford Thunderbird Super 
Coupe! Even if you don't 
have the point standings 
for Daytona, you can still 
win a Bill Elliott/Konami 
Racing Team jacket or a 
Bill Elliott NASCAR 
Racing™ LCD hand held 
game. See game pak for 
contest details. So racers, start your engines, 
you're competing to capture the flag as well as 
the Ford. 
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Contest ends 7/22/91. Void in Maryland, Vermont, Quebec and where prohibited. 
Rules and entry form available inside specially-marked packages. Konami® is a 
registered trademark of Konami Industry Co., Ltd. Bill Elliot's NASCAR® Challenge] 
Bill Elliott's NASCAR® Fast Tracks™ and Bill Elliott's NASCAR® Racing™ are trademarks 
of Konami Inc. 

Bill Elliott name and likeness and NASCAR trademark usage, by license of Advantage 
Management, Inc. Nashville, TN. Nintendo® Nintendo Entertainment System? Game 
Boy™ and the Official Seals are registered trademarks of Nintendo of America Inc. 
©1989 Nintendo of America Inc. ©1991 Konami Inc. All Rights Reserved. 


Game Counselor Line (708) 215-5111 
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“Based on the box office 
smash, Back To the Future 
Part iil takes you to 1885 for 
"| “Mote’shoot ’em up arcade 
‘action than fireworks in a . 
Campfire. Marty McFly must 
save Doc Brown and Clara - 9% 
rom “Mad Dog” Buford 
and his band of black hats 
“without becoming history 
before his time. 
_8-D graphics bring the 
Wild West to life with over- 
head’ views, side views and 
first person perspective. 
Use Your quick-draw skills to 
score points in the Shooting 
Gallery. Sling pie trays at bad 
guy Buford and his thugs. 
And take control of aspeed- 
ing trap-laden locomotive to «= 
help get the DeLorean up 
to speed and back to 1985. 
The tombstone maker’s 
getting an itchy chisel finger, 
SO unless you want your 
future written in stone, you 
better move fast. Get Back 
To The Future Part Ill today! - 
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> Available on MS-DOS? Amiga® 
and Commodore" 64/128. 


‘©1990 UCS & Amblin. ‘© 1991 Mirrorsoft Ltd. Image Works™ is a trademark of 
Mirrorsoft Ltd. Konami" is a registered trademark of Konami Co., Ltd. 


: bic oe CIRCLE #102 ONREADER'SERVICE CARD ©4991 Konami, Inc. All Rights Reserved. (708) 215-5111. 


Cover: The Rocketeer, this 
summer’s box office hit, has 
made its way from the silver 
screen to the video-game 
screen. Turn to page 58 for a 


detailed preview of all the 
available games. 

Cover Art: The Rocketeer 

© The Walt Disney Company. 
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games and all the late-breaking video- Bill & Ted’s Excellent Video Game 
game industry news and events. Adventure, Yo, Bro, Smash TV, Wurm: 
5 0 70 Journey to the Center of the Earth, 
American Gladiators, Spider-Man and 
WINNING THE DESERT WAR » SP 
Faria: A Land of Myst dD 
DEJA VU PLAYER’S GUIDE by Joyce Worley aria of Mystery and Danger. 
by Clayton Walnum This month we take a look at how war 
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an NES. 80 
58 COMPUTER GAMING FOR KIDS 
by Joyce Worley 
ROCKETEERING ACROSS THE Selecting a computer game for your 
VIDEO-GAME UNIVERSE preschooler might be a difficult task. 
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Join us as we take a look at how The 
Rocketeer has jet his way into video 
games for the NES, Super NES and home 
computers. 
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f you are a 

careful reader 

who pays close attention to the 
scribing in VG&CE, you'll probably 
notice a few different names on the 
masthead to the left of this column. 
First, we'd like to welcome Brian 
Spielvogel to the ranks—actually, a 
change of ranks. Brian moves from 
our advertising production depart- 
ment into the Assistant Art Director 
shoes. Good luck, Brian. 

Another addition you 
might have noticed are a 
pair of Contributing Edi- 
tors from overseas. Last 
month | noted that Donn 
Nauert and | had just 
returned from Tokyo, and 
out of that journey came 
the beginnings of a nice relationship 
with one of Japan’s biggest maga- 
zine publishers, Shogakukan. 
Shogakukan is one of the people 
responsible for PC Engine Monthly 
magazine. On the other side of the 
world, we have also created a strong 
bond with EMAP Images, publishers 
of Computer & Video Games and 
Mean Machines magazines in Eng- 
land. Both of these contacts will be 
expanded over time to allow trading 
of international news and game- 
release information. 

We've been sorting through the 
many letters we received from my 
request in the June 1991 Letter 
From the Editor column over 
whether we should limit our cover- 
age to primarily domestic game 
information or expand the magazine 
to include more international news. 
Though we are still compiling the 
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responses, which 
are still rolling in, 
we've Sgotten an overwhelming nod 
to at least offer overseas develop- 
ments on an occasional basis. 
Again, these contacts from other 
gaming locales will help us get to 
that end much more reliably. Look 
for this coverage to hit the pages of 
VG&CE shortly. 

The other common thread that 
came across in many of the letters 
and electronic mail (you 
can contact us over Delphi, 
CompuServe, Prodigy or 
MCI Mail, in addition to 
using the good, old U.S. 
Postal Service) is that 
VG&CE is considered to be 
“solid,” “reliable” and 
“almost perfect.” (From an editor’s 
standpoint, this is really great to see 
directly from your readers’ pens.) As 
we said before, above all we don't 
want to fall into a trap of printing 
information just to be first. We 
attempt to make sure the informa- 
tion that hits the pages of VG&CE is 
as reliable as possible. If you read it 
here, we want you to count on it as 
fact. We'll let our reputation bear 
that out. 

Finally, as | said in the June Letter 
From the Editor column, you are the 
ones that make VG&CE what it is. If 
you keep buying it and tell our 
advertisers, they, too, will keep sup- 
porting us. We're getting stronger, 
and we want to thank you for all the 
support you have given in the past. 
Thanks for reading VG&CE! 


— Andy Eddy, Executive Editor 


VG&CE « SEPTEMBER 1991 








BILL & TED ON NES’? 







Hey dudes! How’d you 
' like to ride the Power 
Phone Booth to six dif- 
ferent worlds. 
’ GALACTIC, MAN. 
Search for famous 
lal ES} Colder] Mo lU(o(-\mtalgolt(el a) 
~ space and time. 
MOST COSMIC. 
-Party with the likes 
of Joan of Arc (NOAH’S 
_ .WIFE).and Napoleon 
-. (THE SHORT, DEAD DUDE). 
Then send them back 
’ - in time or you'll miss the 
- Wyld Stallyns concert — 
‘ starring you! 
AA 
Save the world in this 
a . bodacious adventure. 
: -. ‘And remember — be 
= ‘+ excellent to each other! 
, “A MOST EXCELLENT 
‘eg ROLE PLAYING 
he ADVENTURE! 





*/ ALSO LOOK FOR BILL & TED’S 
| MOST EXCELLENT GAME BOY GAME! 







Licensed by Nintendo 
for play on the. 


ft 
l ® ENTERTAINMENT 

VA . SYSTEM: 
Bill & Ted's Excellent Video Game Adventure” ©1991 Nelson Films Inc. All rights resesved4 


. Nintendo Entertainment System’ and the official seals are trademarks of Nintendo of 
© 1990 LJN.Ltd. All rights reserved. 
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Does your video game system 
have a problem with flashing, 

scrambled or blank TV screens? 
My original cleaning kits are the cure! 





a] 


“ELASHITIS ” “SCRAMBLITIS” 
(BLANKITIS» 


FIX-A-SYSTEM PLUS 
FIX-A-GAME 


FIX-A-SYSTEM 








Is your Nintendo® controller malfunctioning? 
Are the on-screen figures not jumping , 

Kicking or punching? Is it difficult to change 
directions or shoot and fire correctly? 
My Fix-A-Pad repair kit is the cure! 
















Does your Game Boy™ or Lynx ® 
suffer from blank or scrambled screens? 
My cleaning kit for portables 
is the cure! 






“BLANKOSIS” 


“SCRAMBLOSIS” FIX-A-PAD 













Tired of spending money 
to replace your Game Boy's™ 
worn out batteries? 
My AC Adaptor for 


Mis the cure! 





CLEANING KIT 
FOR PORTABLES 






a ro® 


on N® » 
po Pee” BATTERIMIA 


WO S tino Mae CURE! 


Check out Doc's® other products including: 
* Doc's Power Up A.C. Adaptor for NINTENDO®: Replaces broken Control Deck™ AC Adaptors. 
* Doc's Auto Switch: automatic TV antennae/game switch for NINTENDO®, Genesis®, Turbo Graf X® etc. 


* Doc's Auto Power for Game Boy™:Plugs into any cigarette lighter adaptor to power Game Boy™ without batteries. 
* Doc's 1 Minute Encyclopedia of simplified Nintendo® game instructions. 


Find Doc's products at Toys R Us, Lionel Playworld, K & K, Kay Bee Toys, Venture, 
The Electronics Boutique, Software Etc., Hills, Fred Meyer, Meijer's Thrifty Acre. 


©1990 DOC'S HI TECH GAME PRODUCTS, RIALTO CA, 92376 Doc's® is a registered trademark of Doc's Hi Tech Game Products Inc. 
Game Boy™ is a trademark of Nintendo of America Inc.Lynx™ is a trademark of Atari Corp.Nintendo®, Nintendo®Control Deck™ 
and Nintendo Entertainment System ® are registered trademarks of Nintendo of America Inc. 
Genesis® and Sega® are registered trademarks of Sega of America Inc.Turbo GrafX 16™ is a trademark of NEC inc 
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ATTENTION NINTENDO CONSOLE OWNERS 


Did you buy a Nintendo Entertainment System game console 
(NES Console) between June 1, 1988 and December 31, 1990? 
IF SO, YOU ARE ENTITLED TO A $5 COUPON. 


New York Attorney General, Robert Abrams, Maryland Attorney General J. Joseph Curran, Jr., the Corporation 
Counsel of the District of Columbia, and the Attorneys General of 48 other States brought lawsuits against Nintendo 
of America Inc., claiming that in some instances consumers were overcharged for the NES console at retail stores. 
Under a proposed voluntary settlement in these cases, you are entitled to a $5 coupon redeemable at any retailer on 
any NES 8-bit game marketed either by Nintendo of America Inc. or a Nintendo licensee company that can be 
played on your NES 8-bit video game console. 


This is your legal notice of the settlement. Please read it carefully. 


You will automatically receive a $5 coupon if, between June 1, 1988 and December 31, 1990, you mailed in your 
warranty card, subscribed to Nintendo Power magazine or your name was otherwise entered on the Nintendo 
consumer list. 


If you are not on the list to automatically receive a coupon, you must request a coupon and show that you 
bought a NES console between June 1, 1988 and December 31, 1990. To request a coupon or verify your 
eligibility, you must do either of the following by September 19, 1991. 


1. CALL TOLL FREE 1-800-255-3788, from 4:00 a.m. - midnight, Pacific time, Mon. thru Sat.; or Sunday, 8:00 
a.m. - 5:00 p.m., Pacific time. Be ready to tell the operator your name and address, the approximate date you bought 
your game console, where you bought it & the serial number (located on the bottom of the control deck), 
or 
2. Write in, giving your name, address, approximately when you bought your game console, where you bought it & 
the serial number. Send your information to: 
Nintendo Settlement Fund, 
P.O. Box 97063, Redmond, WA 98073-9763 














THE SETTLEMENT 


These cases were brought by the Attorneys General of 50 States and the District of Columbia after an investigation into 
whether Nintendo and unnamed dealers agreed to sell NES consoles at or above certain minimum prices in violation of the 
antitrust laws. 


No trial has been held on the merits of these allegations and Nintendo denies them. After extensive negotiations, the parties 
to the lawsuits agreed to a proposed settlement agreement to avoid long and costly litigation. The States have concluded that 
the settlement gives significant relief to buyers of Nintendo products during the period of the alleged conspiracy (March 1, 
1987 - December 31, 1990). Nintendo has agreed to settle but without admitting wrongdoing or liability. The proposed 
settlement must be finally approved by the Court, which has preliminarily approved the settlement. This notice does not 
express any opinion of the Court as to the merits of the claims or defenses asserted by either side in the lawsuits. 


In summary, the terms of the settlement are as follows: 


Nintendo will mail up to $25 million in coupons to consumers who bought NES consoles between June 1, 1988 and 
December 31, 1990. 


If fewer than $5 million in coupons are redeemed by consumers, Nintendo will pay the difference up to $5 million to the 
States to use for antitrust enforcement, a public purpose to benefit consumers, or to deposit in the state treasury. In addition, 
Nintendo will pay the States $3 million for these purposes. 


Nintendo will also agree to an injunction prohibiting future violations of the antitrust laws and will notify its dealers that they 
are free to price Nintendo products independently at whatever level they choose. 


The Attorneys General will release Nintendo from any further liability resulting from the alleged agreements between 
Nintendo and dealers, between March 1, 1987 and December 31, 1990, regarding the price at which any Nintendo products 
would be sold. 


The legal rights of all buyers of Nintendo products between March 1, 1987 & December 31, 1990; including game 
consoles, game cartridges, accessories or related items; will be affected by this settlement. If you bought any of these 
products within this period and you do not want to be bound by the settlement, you must expressly exclude yourself. To opt 
) gut of this settlement or for more information, write to Nintendo Settlement Trustee, 1525 Wilson Blvd., Suite 1225, 
Arlington, VA 22209. 


By Order of Judge Robert W. Sweet, U.S. Dist. Ct., S.D.N.Y. 
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LEGAL EAGLE EYE 

Dear VG&CE: 

\'ve been a reader for the past 
year and usually enjoy your maga- 
zine, but I’m sick and tired of you 
regularly spreading falsehoods and 
rumors about Nintendo. 

First of all, you have utterly dis- 
torted the facts in the Nintendo vs. 
Tengen legal case. Here are the real 
facts: In 1988, Tengen was an official 
licensee for Nintendo and published 
Gauntlet and R.B./. Baseball. Then 
Tengen terminated its dealings with 
Nintendo and started producing 
unlicensed games. It’s obvious to 
anyone with common sense, that 
the only reason Tengen became an 
official licensee was to obtain Nin- 
tendo’s patented lock-out chip and 
produce illegal copies of it. So, obvi- 
ously, Nintendo sued Tengen for 
patent infringement. Tengen knew it 
had no defense, so it fabricated a 
story claiming Nintendo was threat- 
ening retailers not to carry “outlaw” 
games and rival video-game sys- 
tems. The real reason retailers aren't 
carrying Tengen’s products is 
because they know Tengen is using 
pirated chips. | would like to know 
why you only printed Tengen’s ver- 
sion and completely disregar~ed 
Nintendo's side of the story? | think 
your readers should know the unal- 
tered facts and not just Tengen’s dis- 
torted version of them. 

Another complaint | have is 
whenever you mention “system 
exclusivity,” you always blame Nin- 
tendo for starting this practice. You 
fail to mention Sega and NEC also 
enforce “system exclusivity.” Is this 
because you don’t want to jeopar- 
dize your relationship with them, 
and lose their advertising accounts? 

Finally, | would like to know why, 
whenever you talk about “multisys- 
tem publishing,” you always talk 


10 


about putting NES games on other 
video-game systems, but never dis- 
cuss putting other system’s games 
on the NES or Super NES? To have 
true cross-system publishing, all 
companies will have to initiate a 
“multisystem publishing” policy, 
not just Nintendo. 
| know you will never print 
this letter, since it contradicts 
everything you have said about 
this situation, but | don’t care. | 
just wanted to let you know how | 
feel about this issue. By the way, 
SNES really means,” Super Ninten- 
do Eradicates Sega.” Thank you. 
—John Lucas 
No city or state specified 


Thanks for your letter, John, and 
here it is in its entirety. We’re not 
sure who you know inside Tengen 
that has given you these “facts,” but 
we have to dispute them. Let’s take 
them one at a time: 

¢ Tengen didn’t get a license to 
produce NES games simply to 
acquire the technology. According 
to Tengen’s side of the story, its 
carts weren't being produced in suf- 
ficient quantity to meet demand for 
them—games like Gauntlet and Pac- 
Man were being requested by 
gamers, but low production runs 
(which were under Nintendo’s con- 
trol) kept them off the shelves. The 
claim of patent infringement against 
Tengen’s “unlicensed” cartridges 
hasn't been proven yet. 

e Tengen never “fabricated the 
story” that Nintendo threatened 
retailers, though it did help the U.S. 
Congressman who investigated Nin- 
tendo. The results were later turned 
over to the Federal Trade Commis- 


sion, who we feel made a poor deci- 
sion in doling out its punishment 
(Yea & Nay, July 1991). Also, a 
judge did rule that if unlicensed 
games were determined to be 
infringing on Nintendo patents, the 
retailers could be held liable. Ten- 
gen didn’t create this story either. 
Also, if Tengen didn’t have any 
defense, it would have lost its case 
by now. And the only response 
on anything that we have gotten 
from Nintendo was in reply to 
Andy Eddy’s editorial about Dr. 
Mario (October 1990). 
¢ System exclusivity has, until 
recently, been perpetuated by Nin- 
tendo. Only now are we seeing the 
situation that exists in the PC-soft- 
ware and Japanese video-game 
markets, where game titles are 
crossing over to other systems. 
We’re also not aware that, other 
than keeping their own products 
close to their vest (that’s shrewd 
marketing, in our view), Sega and 
NEC are signing exclusivity deals. 
Otherwise, games like Air 
Buster/Aero Blaster, Turrican or 
Shadow of the Beast wouldn't 
appear on both the Genesis and TG- 
16. We hardly fear losing advertis- 
ing for stating facts, John. We have 
tried to position VG&CE to be a 
reader’s magazine, one that can be 
trusted for “real” information. 
¢ Finally, the reason we would like 
to see NES titles come to other 
machines is because Nintendo 
licensed most of the major game 
producers for the NES. It would be 
nice to see a TG-16 version of 


.Adventure Island (which exists in 
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Earth's skies are raining metallic men from 











a predator planet, and your only hope 
against the Krion Empire is a witch that 
vanished generations ago. Francesca, we 
need you! 














H Among the clouds Francesca 
searches for Sky Hawk's base. 
Beware of the robo bees and 
deadly spikes! 


M@ The good witch Francesca, who 
has come to save the planet from 
The Krion Empire, has infiltrated 
the ice base! Before she can do 
battle with Yukimaru, the Snow 
Monster, she must get by this 
Krion Menace! 





i Thousands of miles above the 
earth Francesca continues her 
quest to end the Krion reign! 


| M@ “Gasp...Choke!!!” Francesca 
had better find an air pocket 
fast or risk drowning! 





THIS GAME pete 
1S LICENSED BY NINTENDO ® y Official 


FOR PLAY ON THE Perera 
sig fr, i 


enTeeTemne. 22904 Lockness Ave., Torrance, Califor 
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“ ,. Seal of Quality 

/ TEL: (213) 326-8880 — 

Nintendo ® and Nintendo Entertainment System ® are trademarks of NINTENDO OF AMERICA INC. The Krion Conquest is a trademark of VIC TOKAI, INC. 
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Japan) or Contra on the Genesis, for 
instance. However, as examples, 
Dragon Spirit is both a TG-16 and 
NES game; and Chip’s Challenge is 
on the Lynx and soon to be on the 
NES. Again, Nintendo has stopped 
the exclusive contracts, so perhaps 
we will see more crossovers. 

By the way, we don‘t think the 
SNES will take over the video- 
game industry, as you may 
expect. With the announce- 
ment that the Genesis will now 
have Sonic the Hedgehog bun- 
dled with the system at $149.95, the 
low price of $99.95 for the TG-16 
and the fact that both systems have 
a two-year head start, we don’t feel 
that Nintendo’s new entry will “erad- 
icate” anyone right away. Of course, 
that’s simply our early opinion. 


OUT WITH THE OLD, 
IN WITH THE NEW 

Dear VG&CE: 

For some time now I’ve read your 
magazine, and | must say that | can’t 
_ stand your prejudice toward older 

companies. My family owned an 
Atari 2600 for ten years before get- 
ting rid of it, and we only got rid of it 
because it finally broke down. We 
also own 96 games for the 2600. 
After that, we bought a 7800. We 
still own it and also own an NES. | 
‘have found endless enjoyment in 
playing the NES and the 7800. | am 
also the #2-ranked NES player, unof- 
ficially, having beaten over 105 
games. It’s not like | don’t like the 
Genesis or NEC, but the Atari and 
Nintendo systems will not be out- 
done whatsoever. Any idiot at your 
magazine or any other who thinks 
so can just go suffer through it, but 
Nintendo will be #1 always. 
—Nick Smith 
Advance, North Carolina 


We’re confused about what 
you’re accusing us of: being too 
dedicated io the older systems or 
too dedicated to the newer sys- 
tems? If you read the Game Doctor 
column, you'll know that he often 
gives advice on how to acquire 
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games and peripherals for machines 
like the Intellivision, Colecovision 
and Vectrex—which most consider 
the best system ever invented, even 
in comparison to today’s consoles. 

On the other hand, if we are to 
remain current, which is what most 
people are looking for, we have to 
cover the Genesis, TurboGrafx-16 
and NeoerGeo in addition to the 
NES. We’d love to cover the 2600, 
5200, XEGS and 7800, but there 
just isn’t that much going on in 
that area. Let’s consider it 
ancient history, though a good his- 
tory just the same. Sorry if it ruins 
your day, Nick, but one day the NES 
will be old hat also. 


PUSHING THE GENESIS 
Dear VG&CE: 

| would like to know if video- 
game companies use the full capa- 
bilities of the systems, and if so, 
what games for the Genesis are 

good examples of its full potential? 
—Ralph D. Woodson 
Muncie, Indiana 


It’s difficult to point to specific 
games as absolute examples of 
what a machine can do—pro- 
grammers can often go past 
what a game machine is expect- 
ed to do. 

Sega’s Sonic the Hedgehog does 
its thing faster than most people 
thought possible for the Genesis. 
Also, Sonic shows the first instance 
in our memory of playfield rotation. 


PICKING A VIDEO FIGHT 

Dear VG&CE: 

| was just wondering why NEC 
hasn't made any good action/fight- 
ing games for the TurboGrafx-16? | 
mean, Genesis has games like Last 
Battle. The Super Famicom has a 
great game called Final Fight. Even 
the NES has a few fun fighting 
games, like Bad Dudes and Double 
Dragon. All the TG-16 has is China 
Warrior, which isn’t fun, and Vigi- 
lante (no challenge). 









Do you know of any fighting 
games that will be made for the TG- 
16 in the near future? 

—Brad Nichols 
Anacortes, Washington 


Granted, China Warrior and Vigi- 
lante won't satisfy most hard-core 
martial-arts fanatics, Fighting Street 
was also a good game (though it’s 
limitation is that it only came out for 
the TG-16 on CD). 

One of NEC’s newest licensees, 
Loriciel of Paris, France, will be 
bringing Panza Kick Boxing to the 
TG-16 later this year. The game fea- 
tures hot graphics and action. 


BATTLETECHNICALS 

Dear VG&CE: 

| wanted to congratulate you on 
your coverage of the BattleTech Cen- 
ter (May 1991). Your magazine is 
outstanding. | subscribed to it 
because it appealed to more mature 
gamers. 

Is there any chance of BattleTech 
Center being linked via modem to 
home computers? 

—Jared Hardy 
Ramona, California 


Sorry, Jared, but the intrica- 
cies of BattleTech Center make it 


impossible to link it to a home PC. 
During the recent CES, VG&CE’s 
editors fought it out at Bat- 
tleTech—and it is a blast. It’s grow- 
ing so keep an eye out for a possi- 
ble BattleTech opening near you. & 
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How do | get 98 men in the NES game Bad 
Dudes? How about a level select or invincibility? 
—Gabriel Correa 

Benson, Minnesota 


You can get 64 men instead of 98 by 
using this Easter egg. During the title screen, 
press on Controller 2, B, A, D, U, D and U, 
then press START on Controller 1. Sorry, as far 
as we know, there’s no way to get 98 men, 
level select or invincibility in this game. i 




















My wife and | have been playing Casino 

Kid for about a year and a half, but we can't 

seem to beat the last two blackjack and poker 

dealers. Is there a code we can enter in order 
to get to the final showdown? 

—William Vincent 

Sweet Home, Oregon 





Sure, we can give you passwords to 
reach the next-to-last opponents. After you 
input the code, go straight down from the 
entrance and talk to the woman. She's the 
last player to beat before you go against the 
Casino King. The code is: QOGAQ PPEAM 
GWJXI FVTAQ PPEAM GUJXG. 




























In Legend of Zelda I’m having 
trouble Finding the silver arrow, 
and I’m also having trouble defeat- |_|” 
ing Gannon. Please help. 
—Adam Apodaca | 

El Paso, Texas | 


We have been playing the Leg- | cel 
end of Zelda and are in need of 
two things. One, 





how do you getto [2 eae De re -Hew SOME 
the last room in fe oe Saas = la SOveEo ceMe 
level 9, and Hi oF Pot} ed 43 
where is the red fe |. { s at ye : SSO SES SE : 
ring? ct ae or re . : S YOUR PASSUORD? 
—Bethand | | 1“ @ i ee ABCHE ae a 
Shirley Sleeter [= 


; Kh wn oO Poe R ST 
Warminster, 


Pennsylvania |: | | | a ' A | ¥ z 
: een ed asl le FORWARD » END 
In the second | J | SEE 
quest of the Leg- 
end of Zelda where can | find the —= 


bow? 


“ PASSUORD 


} 

—Ernest Xavier |__| 

Baton Rouge, Louisiana | | 

In the second quest of the Leg- 

end of Zelda, | can’t find dungeons | 

3, 5, 6. and 8. Can you help? mat 
—Linda Leduc | 

Pittsburg, New Hampshire 





To say we got a flood of Zelda questions is an understatement, 

For the first two letters, I'm assuming this is for the first quest, since you didn’t 
indicate which one it was for. To defeat Gannon you must have the silver arrow and 
red ring, which are located on the opposite sides of Level 9. From the start, move one 
room up, then move through the left door. Now if you have the ladder, you can move 
fo the center at the top and use a bomb to open a hidden door. If you don’t have the 
ladder, move one room to the left, one room up and then use a (ears on the right- 
hand wall. Once you're in this room, go down the stairs. From this room travel two 
































































































































































































































































































































































































































































































































































re PYTHON 3~-05135 
ee eae Precision’*performanice 
DB, 2 for Sega GENESIS 


= 162bit video Game 
: j sVstems. 


PYTHON -'OS 130F 
BioGrip-control and deluxe 
digital respense plus 
high-speed auto-fire 
and.dualtriggers. 
Compatible 

with most video 
ganre’systems.* 


APACHE=0S 131 
Past action/and 
BioGrip'for 
Maximumeontrol. 
Compatible with 
Atarivard 
Commodore 

gate systems; 


MAVERICK: -:0S-4285 
8-direetion, arcade-type 
Control stick-with two 
player select switch: 
Compatible-with most 
video game.systems.* 





FLIGHT GRIP GS 


STARFIGHTER - 0S 127 High-speed auto-firerand 


Far and away the most versatité’remote 8-direction-thumb-pads, 
controller, effective at 20 feet, compatible Compatible with most video 
with most-video game systems.* gameysystems.* 


INSIST-ON_QUICKSHOT... 
THE GENUINE PIECE 
by Bondwell: 


Available at most major department stores and computer dealers. 
*Sega, Atari, Commodore, MSX and Amstrad 
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rooms fo the right, one room down, == 
then blast a hole in the right-hand side 
and go in. Now you'll need to use two 
bombs on the top walls as you travel 
two rooms up. This is where the red 
ring is located. 

To find the silver arrow, follow the 
directions above, but instead of mov- 
ing two rooms right then going down, 
use a key to go up instead. Use a 
bomb on the Toft wall, and go one 
room to the left, then move down the 
stairs. From this new room, travel two 
rooms to the left to another set of stairs 
and go down. Now use a bomb on the 
top wall and go into that room. This is 
where the Hee arrows are located. 
From the silver arrow location, travel 
one room back down, and go down 
the stairs. From the new room travel 
three rooms up, then use a bomb on 
the left wall, and go into the room and 
down the stairs. Once you appear in 
the new room, use a bomb on the left 
wall and enter this room. Now go 
down the stairs, and move up into the 
room where Gannon awaits. 

You can find the bow in the fifth 
dungeon of the second quest. From the |. 
start move one room up, one fo the left 
and then one down, then go down the | 
stairs. When you come out on the 
other side, move one room right, then 
one room down. 

For Dungeons 3 and 8, locate the 
areas as shown in the pictures. For 
Level 3 blow the whistle when you‘re 
near the water (lake), and for Level 8 
| you'll need to use bombs to find the 
| entrance. Level 5 is on the island in the 
center of the map, which is where 
Level 4 in the first quest was located, 
so you need the raft. And Level 6 is 
located in the graveyard on the far 
lefi—push a tombstone to uncover the 
entrance. 

To get the whistle, you’ll need to 
find Level 2. From the start go five 
rooms up and use a bomb on the 
right-hand wall. After entering that room, go one 
down and you'll find the whistle. The raft is a little 
more hidden: You'll need to defeat DigDogger, the 
level boss, and go up into the room with the Tri- } 
: force. Don’t get the Triforce yet; instead go three jj 
. more rooms up. Once you're in the third room, \@ 
, you'll need to defeat all the enemies and push a | 

block for the stairs to open. When you have the ji 
raft, you'll have to exit to the left and work your |i 
way ee fo the Triforce room. te 














































































PREPARE TO ENTER A WONDROUS 
WORLD OF ADVENTURE, CREATED BY 
THE ULTIMATE GAMEMASTER—YOU! 





Bari's Tale” 
Construction Set” 


All the dungeons, monsters, wizards, 
heroes and villains that made The Bard’s 
Tale™ series of games one of the all-time 
best sellers are back. And they’re ready to 
join a roster of new characters and enter 
new worlds of fantasy and adventure. 


Worlds created by you, the dungeonmaster. 


NOW, you can design the dungeons! 
Where do you put the pits? Where do the 
stairwells go? Teleport squares? Anti-magic 
areas? Will you use hidden doors and 
illusionary walls? 

NOW, you can create the monsters to 
inhabit your dungeons! Design brand new 
monsters complete with eye-popping 
animations. Or create your own cast of 
ghoulish dungeon denizens by importing 
Deluxe Paint™ files. 

NOW, you can also create all the 
artifacts you need to give your heroes a 
treasure worth fighting for! Magic swords, 
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MS-DOS Screens Pictured. 


armor, potions, scrolls, magical spells, 
figurines, rings — all created to enrich your 
own fantasy world. 

It’s time to spin the ultimate 


Bard’s Tale! 


Full VGA graphics 

Digitized sound effects 

Supports all major sound boards 

Easy to use, point-and-click interface 
Contains a mini-dungeon ready to play 
Contains actual dungeons 


from Bard’s Tale ™ 


To order The Bard’s 
Tale™ Construction Set™, call 
1-800-969-GAME. The Bard’s Tale™ 


Construction Set™ 







is available for 

MS-DOS f 
machines for 

$54.95, Interplay Productions 


3710S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 


©1991 Interplay Productions. All rights reserved. The Bard’s Tale™ 

Construction Set™ is a trademark of Interplay Productions, Inc. MS- 

DOS is a trademark of Microsoft Corporation. The Bard's Tale™ and 
Deluxe Paint™ are trademarks of Electronic Arts. 


COMPILED BY 
Joyce WORLEY 


Nintendo Goes CD 

The leader in cartridge 
entertainment will help 
bring the audiovisual magic 
of compact disc (CD) to 
America’s home-gaming 
screens by Christmas 1993. 
Nintendo of America has 
been working with both 
Sony and Philips Electron- 
ics N.V., to develop CD- 
based gaming technology. 

The machinations and 
in-fighting burst into the 
open at the Summer Con- 
sumer Electronics Show 
last June in Chicago. Sony 
unveiled its plan to make 
the Play Station, a console 
that will combine a Nin- 
tendo Super NES with a 
CD-ROM drive. 

At a major press confer- 
ence the next day, Nin- 
tendo Vice-President Peter 
Main stunned a room full of 
journalists with the 
announcement that Nin- 
tendo had struck a deal 
with Philips Electronics N.V. 
to jointly develop CD hard- 
ware and software. Under 
the worldwide licensing 
agreement, the companies 
will work together on multi- 
media projects. 

The first step, according 
to Main, will be the creation 
of a Philips CD player that 
connects to the Super NES. 
Nintendo will make CD 
games for the unit, and it 
appears likely that Nin- 
tendo will also support 
Philips’ forthcoming CD-I 
machine with entertain- 
ment product. 
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The Nintendo of Amer- 
ica executive stressed that 
his company will not sup- 
port the Sony Play Station. 


Disney Characters 
Light PC Screen 
The new lineup of games 
from Disney Software 


(scheduled for release iam 





in the last half of this 
year) specializes in 
bringing pop-culture 
heroes to the computer 
screen. The company ff 
unveiled a lineup of 
games bearing the Dis- iF 
ney imprint that em- } 
phasizes outstanding 
sound and graphics. 

Hare Raising Havoc, 
which the company bills as 
their first truly interactive 
cartoon, stars Roger Rabbit, 
who must locate and res- 
cue Baby Herman. The 
gamer must guide Roger 
through a series of kinetic 
puzzles that require the 
gamer to joystick-manipu- 
late the character from 
room to room in search of 
the missing child. The 
graphics are movie-toon 
perfect, the action is inno- 
vative and the product sup- 
ports a variety of sound 
boards, including Disney’s 
own Sound Source. 


The Rocketeer, based on 
the movie, combines comic 
book-style graphics with 
video-taped actors and 
uses footage from the 
movie in VGA digitized 
visuals. Players get to fly 
vintage aircraft, fight Nazi 


Ee 








henchmen and (best of all) 


pilot the rocket pack. One 
of the most outstanding 
products previewed at the 
Summer Consumer Elec- 
tronic Show, it will be on 
retailers’ shelves this fall. 

Other new Disney prod- 
ucts include Dick Tracy, a 
beautiful blend of theater 
and comic book graphics; 
and Stunt Island, which 
gives the player a chance to 
make “movies” using vari- 
Ous props and perform dar- 
ing aircraft stunts. 

All products will be 
available for IBM PC and 
Amiga computers. 


Computer-Game 
Sales Soar for 1991’s 
First Quarter. 

Continued IBM PC 
growth fueled a solid sales 
increase for computer 
entertainment in the first 
three months of 1991. 
Statistics accumulated from 
its member companies by 
the Software Publishers 
Association (SPA) indicate 
that a 37% spurt in IBM PC 
game software more than 
offset the virtual disintegra- 
tion of the 8-bit software 
market. The three-month 
total for all home- 
computer games was 
$71.8 million. 

IBM PC game sales 
hit $56.3 million in 
the first quarter, ver- 
sus $40.8 in the com- 
parable period of 
1990. This was one of 
the biggest gains for 
any category of IBM 
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FALCON 3.0 


THE ONLY SIMULATION 
BETTER THAN THIS ONE IS 
STILL CLASSIFIED 


The bogey came out of nowhere. You see him just 
off your tail. The adrenalin hits you like a fist. You call 
your wingman: "Viper One, I've got a bandit on my six. 
This is not good...” 


The original Falcon™ F-16 Fighter Simulation was 
acclaimed for its realism. Now, Falcon 3.0™ takes this 
authenticity to the edge. The flight models are real. The 
terrain is real. The radar and weapons systems are real. 
And the threats are real. No phony weapons or magic 
bullets here... just the best civilian F-16 simulation 
available. You don’t just play Falcon 3.0, you strap 
yourself in and get ready for battle. 


You go to afterburner and your Falcon jumps, 
slamming you back in the seat. The MiG 29 has just 
reached missile range... There! He's fired, 
the deadly rocket screams toward you, 


seeing nothing but the heat of your exhaust. 
Without thinking, you drop a series of 
flares hoping to confuse it, and yank back 
on the stick... 50 degrees... 80... over the 
top... your Head Up display shows you're 


... Nearly blacked out, you ease forward on the stick. 
The g's drop, and you can see again. There he is! You're 
on HIS six now. This is going to be sweet. As you get tone 


you know he’s yours. 


True to the General Dynamics F-16 Falcon, 
Falcon 3.0 gives you all the exhilaration of flying one 
of the most advanced 
fighters in the world. 

And all the dangers. 


Falcon 3.0, from 
Spectrum HoloByte™. 
If it were any more 
authentic, we’d be 
in trouble. 





pulling 9g’s... 


With Falcon 3.0, you lead your own 
squadron of pilots. Your missions are 
straight from today’s headlines: Panama, 
Iraq, or some other international hot spot. The moun- 


tains, valleys, and rivers you fly over conform precisely 


to military maps of the areas. 


You and your wingman 
begin the attack, deep 
behind enemy ii 


Falcon 3.0 © 1990 Sphere, Inc. All Rights Reserved. 
Falcon 3.0, Falcon and Spectrum HoloByte are trademarks of Sphere, Inc. 


Available for IBM AT, PS/2 and compatibles 


A Division of Sphere, Inc 
2061 Challenger Drive, Alameda, CA 94501, We 15) 522-0107 
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PC software and signifi- 
cantly above the 21.3% 
increase in overall IBM PC 
program sales. 

This starkly contrasted 
with 8-bit performance. 
Total game sales for all sys- 
tems other than IBM PC and 
Macintosh shrank to 9.4 
million. That represented a 
dizzying 55.8% drop. Macin- 
tosh game sales stayed 
static, finishing at $4.5 mil- 
lion for the first 90 days of 
the current year. 


Maxis Thinks Small 

for Next Sim Title 

What comes after Sim- 
Cityand SimEarth?Maxis 
President Jeff Braun de- 
bunked rumors of a Sim- 
Universe and told VG&CE 
that his company’s next title 
will narrow its focus consid- 
erably from the last two. 

SimAnt takes place in 
the backyard of a typical 
American suburban home. 
The game (still in its early 
stages of development) will 
take the player inside the 
anthill to confront the prob- 
lems and dangers of an 
insect colony. 


Lightwave Shows 
Sound System 
for NES 

Lightwave Technologies 
has the answer for 
those video-gaming 
“turn-the-sound- 
down” blues. The 
company just re- 
leased their Game- 
Sounds’ Personal 
Remote Sound Sys- 
tem, which connects F 
directly to the Nin- 
tendo’s audio output. 
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The sound is then con- 
ducted through cordless 
headphones, directly from 
the Nintendo sound chip, 
for up to 30 feet. 

The GameSounds sys- 
tem comes with head- 
phones, one transmitter 
and one receiver with patch 
cord, for $34.99. As many 
additional receivers as de- 
sired can be added, at $24.99 
each (including head- 
phones), and the receivers 
also double as portable FM 
radios when you're not 
playing NES games. 

Lightwave Technologies 

16595 W. Easton 

Prairie View, IL 60069 

(708) 634-1700 


Software Simulates 
Soviet Society 
Spectrum HoloByte is 
currently developing Crisis 
in the Kremlin, a simulation 
of current times in the 
Soviet Union. Vladimir Bac- 
ulyn (who came to Spec- 
trum HoloByte from the 
U.S.S.R.), is the lead pro- 
grammer on the project. 
Crisis in the Kremlin is a 
geopolitical simulation that 
requires the gamer to initi- 
ate policies, budgets and 
reforms. Gamers play “what 
if” scenarios where they ex- 
periment with varying 















political stances 
ranging from 
ultra-right to 
ultra-left. The 
player allots 
funds to insti- 
tutions and 
causes, then 
sees the result 
on the society. 
The com- 
pany has good 
reason to ex- 
plore the Soviet 





Union for game inspiration. 
Spectrum HoloByte had 
phenomenal success with 
its “Tris” series and, in fact, 
has two new Tris games 
currently in the works. 
Wordtris crosses the tum- 
bling block game with a 
word puzzle that requires 
the user to manipulate let- 
tered tiles so that they fall 
in position to form a word. 
The game features a 30,000 
word dictionary and will be 
available for play on IBM PC 
and Macintosh computers. 
Spectrum HoloByte is 
also working on Super 
Tetris, designed by Alexey 
“Tris” Pajitnov, to continue 
the line that included Tetris, 
Welltris and Faces...Tris Ill. 
Super Tetris will boast all 
new Soviet scenes and 
theme music for each level. 


Acclaim to 
Manufacture 
Cartridges; Sends 
Games Abroad 

In an industry first, 
Acclaim announced it 
would commence the man- 
ufacturing of its own NES 
cartridges. Acclaim is the 
first of four companies 
authorized to do their own 
cartridge manufacturing 
(the others are Activision, 
Sunsoft and Konami). The 
first independently manu- 
factured NES title will be 
ready by autumn. 

Robert Holmes, Ac- 
claim’s president, had this 
to say about the move: 
“Since we were the first 
American company to pub- 
lish Nintendo-compatible 
software under a license 
from Nintendo, it is fitting 
that we are now pioneering 
the licensee-manufacturing 
process. We feel this devel- 
opment will improve over- 
all production flexibility, 
potentially resulting in 
quicker turnaround of prod- 
uct to the market, as well as 
tighter inventory controls.” 

Manufacturing will be 
done through an agree- 
ment with Key Tronic Man- 
ufacturing of Spokane, 
Washington. 


In a separate statement, 
Acclaim announced plans 
to send five NES titles per 
year to the European mar- 
ket under the LJN label. 
The first of these games will 
be introduced this autumn 
by Acclaim’s offices located 
in the United Kingdom and 
Germany. 





Gilligan’s Island 
Sighted at Midway 
The latest pin from Bally/ 

Midway is an adventure to 
save the castaways on Gilli- 
gan’s Island. Seems the 
island god Kona must be 
calmed with the professor's 
secret formula lava seltzer. 
Players have to gather seven 
ingredients, then pour the 
seltzer into Kona. It’s a pin- 
baller’s romp through the 
jungle, with million-point- 
plus scoring possibilities. 
The new pinball machine 
uses the theme music from 
the long-lived comedy 
series, vocal prompts by 
Gilligan and an illustrated 
playfield and backboard fea- 
turing the stars of the show. 


Capstone’s Got 
Exotic Car 

The latest in the long line 
of fancy autos for computer 
drivers comes from Cap- 
stone. Exotic Car Show- 
room is a collection of 15 of 
the world’s best automo- 
biles. The disk, a browser's 
delight, contains five VGA 
digitized views of every car, 
along with complete stats 
and performance data. 
There’s also a comparison 
analysis mode so that seri- 
ous auto buffs can try to 
decide just which one is 
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The frigid valleys of the 
Dragonspine Mountains echo 
with the desperate plea of 
terrified miners: “Heroes of 
the Forgotten Realms, save 
us from evil!” 




















FROZEN TERR 


Unwittingly digging in 
unhallowed ground, they 
have disturbed an ancient 
vault and released its terrible 
content. Scores of horrific 
creatures now infest the 
mine shaft — and threaten to 
escape into the world above! 


You and your heroes must 
find the way to contain this 
scourge. All hope depends 
upon your ability to unravel 
the age-old mysteries sur- 
rounding this evil infestation. 


SECRET OF THE SILVER BLADES 
improves on the award-win- 
ning game system used in 
PooL OF RADIANCE and CURSE 
OF THE AZURE Bonpbs. Continue 
your exciting saga in the 
FORGOTTEN REALMS” game 
world — 





your ; 
characters from 
CURSE OF THE AZURE BONDS. 

Or create all-new characters. 


Either way, explore the largest — 


5-D adventuring expanse 
ever in an AD&D® computer 
game. Battle monsters 
you've never before encoun- 
tered. Use higher character 
levels, and invoke new, 
wondrous spells. 


All this plus spectacular 
graphics add up to unequalled 
excitement in AD&D® 
computer fantasy role-playing! 


To order: visit your retailer or call 
1-800-245-4525 to charge on VISA 
or MasterCard. 


To receive SSI's complete product 
catalog, send $1.00 to: SSL 
675 Almanor Ave., 
Suite 201 
Sunnyvale, CA 
94086. 





ATHATHOIE BT 


Available | 
‘Or: 

IBM 
C-64/128 
AMIGA 
MACINTOSH 
ATARI ST 


ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS, and 
the TSR logo are trademarks owned by and 
sed under license from TSR, Inc. ©1990 TSR, Inc. ~ 


©1990 Strategic Simulations, Inc, All rights reserved. 
TSR, Inc. 








really the best. Among the 
high-cost wheels on disk 
are the Acura NSX, BMW. 
850i, Corvette ZR1, various 
Ferraris, the Gemballa 
Mirage, Lotus Turbo Esprit 
and other equally expensive 
autos. You can’t race them, 
but they are great to look at. 

For action lovers, Super 
Car*Pak combines three 
programs. Exotic Car Show- 
room is packed with Elec- 
tronic Arts’ Ferrari Formula 
One and Accolade’s Grand 
Prix Circuit. The idea is to 
browse the Exotic collec- 
tion, then design and test a 
Ferrari, enter Formula One 
Racing and, finally, race in 
the Grand Prix courses, all 
for $59.95 (IBM PC). Both 
software packs are available. 

Capstone 

14202 W. 136th St. 

Miami, FL 33186 

(305) 252-9048 


Ad Lib Cuts Prices, 
Gains Support; 
Introduces New 

Sound Card 

Ad Lib reduced the price 
of its PC sound card, the Ad 
Lib Music Synthesizer Card, 
from $149.95 to $119.95. 
The card continues to gain 
prestige in the IBM PC gam- 
ing community. The latest 
company to announce sup- 
port for Ad Lib is Epyx; Cali- 
fornia Games II will now uti- 
lize the Ad Lib sound board. 

The company also un- 

veiled a new family of Ad 
Lib sound boards called the 
Ad Lib Gold Multimedia 
Stereo Sound Adapters. The 
new boards have more fea- 
tures, more voices, in- 
creased flexibility and better 
sound quality than the ear- 
lier version. The Ad Lib Gold 
PC-1000 works with IBM PC, 
XT, AT and compatibles and 
comes with a microphone 
jack, table-top mike, game 
and MIDI ports and standard 
stereo output and input 
jacks. The Gold AT-2000 
works with the IBM PC AT 
and compatibles, with both 
disk and CD-ROM applica- 
tions. It has the same ports, 
jacks and accessories, plus a 
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standard SCSI interface 
port. The Ad Lib Gold MC- 
2000 is identical except it is 
designed for installation in 
desktop computers that use 
Micro Channel bus architec- 
ture. Ad Lib boards are sold 
at most computer stores or 
contact Ad Lib directly. 

Ad Lib 

50 Staniford St., Ste. 800 

Boston, MA 02114 

(418) 529-9676 


Fuji Forms 
Advisory Council 
Fuji Film Floppy Disks 

has formed the Fuji Home 
Office Advisory Council to 
offer advice and assistance 
to people who work at 
home. The six council 
members, with  back- 
grounds in business and 
technology, are currently 
writing The Fuji Home 
Office Guide, Volume II, a 
follow-up to last year’s 
pamphlet on home-based 
businesses. The Guide will 
be available this fall. 

The first volume was 
sent at no charge to over 
100,000 people. Volume I! 
will contain information on 
marketing, money manage- 
ment, home-office equip- 
ment and software, mobile 
office products and space 
utilization. In addition, it 
will invite readers to write 
to the council with specific 
questions. Volume II can be 
obtained by writing. 

Fuji Film USA 

P.O. Box 5128 

Bergenfield, NJ 07621 


New Head 
Cleaners Introduced 

Athana has jumped on 
the cleaner bandwagon 
with a couple of products 
of interest to home com- 
puterists. Athana’s Disk 
Care packets, for either 3.5” 
or 5.25” floppies, are good 
for 15 uses each, and both 
have a handy chart right on 
the cleaner disks to keep 
track of how many times 
they've been utilized. Both 
retail for around $2.10. 

The Athana products use 
wet-style cleaners. The user 





places 5 drops of fluid on 
the underside of the clean- 
ing disk, inserts the disk into 
the drive, then operates the 
drive for 10-15 sec- 
onds (30 seconds 
for the 5.25” size). 

In addition to the 
cleaners, the com- 
pany produces a 
full line of diskettes, 
including hard-to- 
find 8” disks, either 
branded or in bulk, 
and magnetic tapes. 
Athana will also preformat 
disks to the computer of 
choice, by request. 

Athana 

2730 Monterey St., Ste. 106 

Torrance, CA 90510 

(213) 775-3741 


Hard Nova Clue 
Book Ready 
Electronic Arts’ Hard 
Nova will become “Easy 
Nova” with their new hint 
book. The 104-page guide 
contains chapters on 
money, including explana- 
tions of smuggling, trading 


noventiont, Pers gg doen 
» 





and gun running, hardware 
(covers the automated med- 


ical lining, armor and 
weapons), chapters on 
spacecraft, hovership and 
ground combat and descrip- 
tions of skills. There’s also 
the story of Nova’s life and 
an appendix that covers all 
locations and items. 

Hard Nova Cluebook re- 
tails for $12.95 and is avail- 
able from Electronic Arts and 
computer software outlets. 


Keyboard Organizer 
Keeps Desk Tidy 

Curtis Manufacturing 
has just the gizmo to keep 
your work area neat. The 
Keyboard Organizer has 
eight diskette slots, com- 
partments for pens, pencils 
and paper clips, a memo 





pad, a compartment for 
mouse storage, and even 
space for a standard mouse 
pad. When not in use, the 





plastic cover protects the 
keyboard, and during use, 
it doubles as a copy holder. 

The handy organizer 
also has a full-length palm 
rest across the front of the 
keyboard, which supports 
the user's wrist for more 
restful typing. It retails for 
$39.95 and has a lifetime 
warranty. 

Curtis Manufacturing 

30 Fitzgerald Drive 

Jaffrey, NH 

(603) 532-4132 


Sony Unveils 
Laser Library 

Sony entered the home- 
entertainment multimedia 
market with the Sony Laser 
Library, a six-disc collection 
with CD-ROM player, that’s 
designed to retail for about 
$700. The player connects 
to a computer, then deliv- 
ers text, sound, color pho- 
tographs and _ limited- 
motion video through an 
optical-laser reader. 

The Laser Library con- 
tains Compton’s Encyclope- 
dia, National Geographic's 
Mammals, a dictionary that 
translates into 12 lan- 
guages, a world atlas and 
other reference materials. 
The one game included in 
this initial set is Sierra’s 
Mixed-Up Mother Goose. 


Computer Designed 
for New Users 

V-Tech has a new com- 
puter, the 1[Q Unlimited 
Computer, with 12 built-in 
software programs, de- 
signed especially for the 
inexperienced, children and 
nontechnical users. De- 
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signed to sell for under 
$200, the computer fea- 
tures plug-in-and-use 
technology that re- 
quires no skills. 

The computer has 
no disk drive and uses 
no software. Instead, it 
comes with built-in 
programs: Word Pro- 
cessor, Spreadsheet, 
Database, Calculator, 
Spell Right, a 200-Year Cal- 
endar, Basic, Basic Tutor 
and Art Studio. There are 
also two _ educational 
games, Word Zappers and 
Mind Challenge. 

It comes with all the 
adapters, connectors and 
cables required and hooks 
directly into any TV. The 
computer works with most 
Epson printers or the 1Q 
Unlimited printer (sold sep- 
arately). 

The word processor 
holds (and saves) up to 
eight pages (sufficient for 
most home uses). 






The 10 Unlimited Com- 
puter, marketed under the 
Advantech Electronics brand 
name, will be sold in toy 
stores and retail chains 
and directly from the com- 
pany this fall. 

Advantech 

380 W. Palatine Road 
Wheeling, IL 60090 


Vid-Game Lock Calls 
“Time Out!” 

Niche Technology has 
the answer for parents who 
need help controlling their 
kids’ video-gaming habits. 
Time Out! is a lock-out 
device that requires no 
assembly. It features a pick- 
resistant lock that slides 
into the game console car- 
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tridge slot, so that kids can’t 
use the game console until 
it is removed. 

The gadget works with a 
Nintendo or Sega console 
and retails for about $10, 

Niche Technology 

862 Terrace Drive 

Los Altos, CA 94024 

(415) 948-4200 


Civilization Now 
on Disk 

Sid “Railroad Tycoon" 
Meier tackled a tough sub- 
ject in his latest game. Civi- 
lization (MicroProse/IBM PC) 
lets players create a culture, 
3 then lead it from 
the foundation of 
its first settlements 
to the space age. 
The gamer makes 
all political, eco- 
nomic and military 
decisions, expands 
into new territo- 
ries, wages wars, 
defends from at- 








tack and guides the 


fledgling civiliza- 
tion through all its struggles. 

Events are not random, 
but based on cause-and- 
effect relationships. The 
simulations starts in 4000 
B.C. with a small nomadic 








tribe. The game can 
be played on a map of 
the real world or on a 
computer-generated 
map. Gamers then 
attempt to keep their 
tribe alive for five to 
six thousand years or 
for 100-year periods. 
Historical figures en- 
countered during play 
may help, but they 
usually hinder the efforts, as 
the player uses strategy 
against such leaders as 
Napoleon, Charlemagne 
and Ghengis Khan. 

Other titles that are cur- 
rently under development 
for MicroProse are Dark- 
lands (medieval German 
adventures), TimeQuest 
(time travel through his- 
tory), MegaTraveller 2 and 
Elite Plus (sequels) and 
Hyperspeed (an alien com- 
bat and role-playing space 
adventure). 


Top Coin-Ops of 
May 1991 
Figures courtesy of 
RePlay magazine, based on 
an earnings-opinion poll of 
operators. 


Best Upright Videos 

. Race Drivin’ by Atari 

. GP Rider by Sega 

. Hard Drivin’ by Atari 

. Rampart by Atari 

. G-Loc by Sega 

. Space Gun by Taito 

. Galaxy Force by Sega 

. Pit-Fighter by Atari 

. Final Lap by Atari 

. T.M.N.T. (Turtles) by 
Konami 


SOOON OOP WND = 
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Best Coin-Op Software 

1. Street Fighter by 
Capcom 

2. Sengoku by SNK 

3. King of the Monsters 
by SNK 

4. High Impact by 
Williams 

5. Caveman Ninja by Data 
East 

6. Final Fight by Capcom 

7. Raiden by Fabtek 

8. Carrier Air Wing by 
Capcom 

9. Blood Bros. by Fabtek 

10. Ghost Pilot by SNK 


Best New Videos 
1. Final Lap Il by Namco 
2. Gun Force by |Irem 
3. Mad Dog by 
American Laser Games 
4. F-15 by MicroProse 
5. Laser Ghost by Sega 


Top 10 
IBM PC Games 
for April 1991 

The Software Publishers 
Association’s hit list for 
April shows the best-selling 
IBM PC computer games 
and video games, based on 
sales by Babbages, Com- 
pUSA, Waldensoft and 
Electronics Boutique. 

Strategic Simulation’s 
Eye of the Beholder con- 
tinued to dominate the 
computer list for its sec- 
ond month. On the video- 
game side, Konami's Teen- 
age Mutant Ninja Turtles 
is still in first place, with 
The Simpsons (Acclaim) 
hanging on to the second- 
place slot. 


Top 10 
IBM PC Games for 
April 1991 


This Last 

Mo. Mo. Title Publisher 
1 1 Eye ofthe Beholder SSI 
2 3 King’s Quest V Sierra On-Line 
3 2 Space Quest IV Sierra On-Line 
4 4 Wing Commander Origin 
5 6 SimEarth Maxis 
6 * W.C. Secret Mission Disk Origin 
7 7 SimCity Maxis 
8 * Red Baron Sierra On-Line 
9 10 A-10 Tank Killer Sierra On-Line 
10 8 Flight Simulator Microsoft 


* First month in the Top 10. 


Top 10 
Video Games 
for April 1991 


This Last 

Mo. Mo. Title Publ./System 
1 1 TMNT. Konami/NES 
2 2 The Simpsons Acclaim/NES 
3 6 Super Mario Bros. 3 Nintendo/NES 
4 4 Super Mario Land Nintendo/GB 
5 7 Double Dragon Ill Acclaim/NES 
6 5 Lakers Vs. Celtics EA/Genesis 

7 9 John Madden Football EA/Genesis 

8 3 NBAAII Star Basketball LJN/GB 

9 10 Tetris Nintendo/NES 
10 8 Operation C Konami/GB 

* First month in the Top 10. AL 
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f ~ Rocket missiles are the 
perfect weapon to blow 
up enemy choppers. 





Bazooka-toting mercs lurk; 
‘in the deadly jungle brush. 


Voodoo and pl 
smugglers? Time to break 
their spell...Punisher-style! 





Bos 


) 


Crime. The stench is everywhere. But now Jigsaw and his band of drug lords 

will be taught a lesson in justice — Punisher-style! 

There's nowhere for them to hide. Packing his M60 machine gun, nitro-charged 
grenades and heat-seeking rockets, The Punisher” will hunt them down from the urban New York jungle to the voodoo- 
infested wilds of South America... destroying everything evil in his sight! With Spider-Man? at his side, hundreds of 
enemies will be given the ULTIMATE PAYBACK! an 

AK\aim LICENSED BY 


The Punisher’ © 1991 Marvel Entertainment Group Inc. All rights reserved. The Punisher and the likeness thereof are trademarks of Marvel Entertainment Group and are used with permission. All rights reserved. The Amazing Spider-Man® is produced under license from 
the Marvel Entertainment Group, Inc. © 1991 Marvel Entertainment Group, Inc. Nintendo*, Game Boy® and the official seals are trademarks of Nintendo of America Inc. Acclaim? is a registered trademark of Acclaim Entertainment, Inc. © 1991 Acclaim Entertainment Inc. 
All rights reserved. 
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GENESIS ROLE PLAYING GENESIS SHOOTERS GENESIS SPORTS SEGA GENESIS TG16 CD GAMES GAME GEAR 
Arcus Odyessy $56 After Burner 2 $42 Arnold Palmer Golf $39 GENESIS System $149 Addams Family $48 Game Gear $149 
Battlemaster $46 Air Buster $43 Budokan $42 Arcade Power Stick $39 Fighting Street $36 TV Tuner $99 
Corporation $49 Arrow Flash $44 Buster Douglas Boxng $42 Control Pad $19 Final Zone 2 $47 AC Adapter $15 
Faery Tale Adventure* *$42 Battle Squadron* *$26 Cyberball $42 Genistick $27 It Came from Desert $48 Battery Pack $42 
Fatal Labyrinth $29 Burning Force $29 Earl Weaver Baseball $49 Power Base Converter $34 Jack Nicklaus Golf Car Adapter $22 
Immortal* “$42 ELect 5 == Wireless Control Pad#1 $39 : 
King's Bounty* *$36 Wireless Control Pad #2 $19 
Might & Magic 2 * *$59 GENESIS KICK & PUNCH 
Phantasy Star 2 or 3 $59 Beast Warrior $56 
Phantasy Star3 HintBk $14 DJ Boy $49 
Rings of Power* *$49 Growl $44 
Shining Darkness $59 Kageki $42 
Starflight 1* *$59 5 Last Battle $37 
Super Hydlide $47 ; : Moonwalker $42 
ewer “4 omen 58 MIGHT & MAGIC — $59} Pit Fighter $49 
fasum (was Dando —_—-~-— - —— Slaughter Sport 50 
GENESIS ADVENTURE Reena Bi Street Smart ce 
Adventures of Syd Vallis $42 [ame Sn by Streets of Rage $45 
Alex Kidd Castle $35 ; TG16 HARDWARE 
Alien Storm $42 TurboExpress $289 
Atomic Robo Kid $49 Turbo AC Adaptor $29 
Batman $42 Turbo Car Adaptor $29 
Bean Ball Benny $42 as Turbo Comm Cable $19 
Bimini Run $42 [ ss k L TurboGrafx 16 $99 ts 
Crack Down $42 Caliber 50 $52 Hardball $46 TurboGrafx CD Player $289 JB Harold Carrying Case 
Dark Castle $42 Crossfire $44 Jesse The Body Ventura $46 TurboBooster $32 Last Alert Deluxe Carrying Case 
Decapattack $42 Death Duel $56 Joe Montana Football $42 TurboBooster Plus $46 Lords ofthe RisingSun $44 Gear to Gear Cable 
Dick Tracy $34 Dynamite Duke $34 John Madden Football" *$34 TurboCable $ 9 Magical Dinosaurs $47 Chessmaster $29 
El Viento $56 Elemental Master $56 Lakers vs Celtics* *$42 TurboPad $19 Monster Lair $42 Dragon Crystal $29 
E-SWAT $42 Fire Shark $43 Mario Lemieux Hockey $42 TurboStick $38 Sherlock Holmes $47 G-LOC $29 
Fantasia $42 Forgotten World $48 Mike Ditka Football $52 TurboTap $19 Shape Shifter $44 Golden Axe $39 
Final Zone $35 Gaiares $56 NHL Hockey* “$46 TurboVision $89 Vallis 2 $47 Golf $34 
pert Pat Riley Basketball $34 Joe Montana Football $34 
PGA Tour Golf* “$49 Leader Board Golf $29 
Powerball $45 8] Mickey Mouse $29 
RBI 3 $49 Outrun $29 
Speedball 2 $43 “1 Psychic World $29 
Super Volleyball $35 Revenge of Drancon $29 
Soccer $35 Shinobi $34 
Tommy Lasorda Basebll $52 Slider $29 
Zany Golf* *$24 Solitaire Poker $29 
TG16 ADVENTURE Space Harrier $29 
Bonk's Adventure 1 $42 - Super Monaco GP $29 
Bonk's Adventure 2 $45 Woody Pop $29 
Ballistix $43 GENESIS SIMULATION 
Bravoman $47 fe z 688 Attack Sub $59 
Cratermaze $27 MOOS PANW UNS) God aN te ll Abrams Battle Tank $49 
Darkwing Duck $48 Fae ; Air Diver $44 
4 Dragon's Curse $36 Dinoland $42 
Impossamole $48 = Hard Driving $47 
f JJ and Jeff $27 <= Paperboy $39 
$ Grenada $ Legendary Axe 1 $36 TG16 SHOOTERS Vallis 3 $ Road Rash* *$42 
Gain Ground $42 Hellfire $43 Legendary Axe 2 $41 Aero Blasters $49 Y's Book 1&2 $47 Super Hang On $37 
Ghostbusters $42 Insector X $44 Night Creatures $48 Blazing Lazers $37 Y's3 $48 Super Monaco GP $42 
Ghouls 'N Ghosts $48 Musha $49 Ninja Spirit $42 Cyber Core $42 GENESIS STRATEGY Test Drive 2 $59 
Golden Axe 1 $52 Phelios $29 Pac- Land $19 Deep Blue $27 Berlin Wall $39 MASTER SYSTEM 
Golden Axe 2 $49 Raiden Trad $56 Silent Debuggers $48 Dragon Spirit $37 Blockout* *$36 Master System II $59 
James Pond* *$36 Road Blasters $42 Splatter House $49 Fantasy Zone $27 Centurion:Defndr Rome* *$42 Aerial Assault $34 
Mickey Mouse $42 Sagaia $43 Tactical Gladiator $47 Galaga'90 $19 Columns $29 Buster Douglas Boxing $29 
Midnight Resistance $45 Space Harrier 2 $37 Talespin $48 Ordyne $37  Ishido $43 Golden Axe $34 
Mystic Defender $39 Space Invaders $38 Tiger Road $47 Psychosis $39 Junction $38 Golden Axe Warrior $34 
Predator 2 $56 = R -Type $56 
Onslaught $43 Space Harrier $37 
Quackshot Donald Duck $42 Super Star Soldier $49 
Rambo 3 $45 TG16 SPORTS 
MERCS $49 Battle Royal $47 
Rastan Saga 2 $42 Davis Cup Tennis $43 
Revenge of Shinobi $52 Jack Nicklaus Golf $44 
Saint Sword $43 Panza Kick Boxing $43 
Shadow of the Beast $56 Power Golf $42 
Shadow Blasters $39 Sonic Spike $37 
Shadow Dancer $42 Super Volleyball $39 
Sonic the Hedgehog $45 Takin’ It to the Hoop $27 
Spiderman $45 Hm TV Sports Baseball $43 
Stormlord $49 H TV Sports Basketball $43 
Strider $56 TV Sports Football $43 
Swamp Thing $45 TV Sports Hockey $43 
Sword of Sodan* $34 World Class Baseball $19 
Target Earth $47 World Court Tennis $19 
Techno Cop $47 5 TG16 KICK & PUNCH t OP 4 
Terminator $49 Super Thunder Blade $ TG16 STRATEGY China Warrior $27 $ Ghouls & Ghosts $ 
ToeJam & Earl $49 Task Force Harrier Ex $45 Bomberman $39 Vigilante $27 Master of Monsters $42 Joe Montana $29 
Thunderfox $42 Thunder Force 2 $37 Boxyboy $37 TG16 SIMULATION Ms Pac Man $35 Mickey Mouse $34 
Vallis 3 $56 Thunder Force 3 $49 Chew Man Fu $39 Alien Crush $19 Pacmania $42 Moonwalker $29 
Wardner $42 Truxton $37 Drop Off $39 Bloody Wolf $43 Populous* *$42 Paperboy $34 
TG16 ROLEPLAYING Twin Cobra $38 KLAX $43 Devil's Crush $47 Shove It $37 Pat Riley Basketball $29 
Double Dungeons $47 Vapor Trail $56 King of Casino $40 Final Lap Twin $19 Star Control $52 Phantasy Star $39 
Dungeon Explorer $36 Whip Rush $34 Military Madness $47 Moto Roader $37 Ultimate Qix $40 Slap Shot $34 
Neutopia $36 Wings of Wor $46 Timeball $40 Victory Run $19 Warrior of Rome $59 Super Monaco GP $34 


Most items shipped same day. Cartridge Shipping UPS Ground $3.5 / Order: PO Box, APO, FPO $4 / Order: 2 Business Day Air $5 / Order: Air Mail to Europe $12 Minimum 


Air Mail to Canada $6 / Order: HI, AK, PR Surface $6/ Order: HI, AK ,PR 2 Day $10/ Order: Call for hardware shipping rates. 


Advertised prices are for new cartridges. Used software traded at $25 to $40 less than new price. No cash paid, store credit only. Used software sold at $10 to $25 less than new price. 
Shipping times not guaranteed. No returns accepted. Nothing is cast in stone. Everything is subject to change. Visa & MC accepted. CODs $4. Personal checks held 4 weeks. Money Orders treated as cash. 


* BUY 2 GET 1 FREE APPLIES ONLY TO THESE TITLES. SUBJECT TO A LOT OF LIMITATIONS. CALL FOR DETAILS. 


Chips & Bits Inc PO Box 234 Rochester VT 05767 » CALL 802-767-3033 
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Holmes and Watson question the maid. Will she come clean? 
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For the first time ever, CD technology is being used to 
create live action video in a video game. That's video that 
features real live actors. And you interact with them. 

In Sherlock Holmes, Consulting Detective, you question 
suspects and search for clues to three bewildering 
“You mean to tell me that vou 
|don’t know who the murderer 


' 

| 

(qe 

,1S yet? 

| 8 
| a 
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This murder is so shocking that even your 
host is losing sleep. Not to mention his hair. 


desert town of Lovelock. So get into the next generation 
of video games. Only on the TurboGrafx-CD system. And 


remember. If you're not playing real live action video, 





you're just playing games. 
You'd look silly too if you had just seen 
an ant the size of a nuclear reactor. 
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mysteries. In J. B. Harold Murder Club, you try to unravel 
a hard-boiled murder in a world of dark secrets and 
deception. And in It Game From The Desert, you've got to 


™ 


stop giant radioactive ants from annihilating the small NEC 


©1991 NEC Technologies, Inc. For information on these games, call the TurboTeam at 1-900-FUN-TG16. The first 30 seconds are free, 99¢ per minute thereafter, maximum $5 per 
call. Get your parents’ permission first. J. B. Harold Murder Club is a trademark of NEC Technologies. ©1890 Hudson Soft. ©1988 Riverhill Soft. Sherlock Holmes Consulting Detective 
is a trademark of ICOM Simulations, Inc. ©1891 ICOM Simulations, Inc. ©Sleuth Publications, Inc. It Came from the Desert is a trademark of Cinemaware® ©1991 Cinemaware® 
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DATA EAST 
For the Nintendo Entertainment 
System ($49.95) 





GRA 
PLAYABILITY 
OVERALL 
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Well, we all saw this one coming. Bo 
Jackson Baseball sure sounded like a safe 
bet—a year ago, you couldn't have asked for 
a better endorsement. But if you think about 
it, this game could really represent a risk for 
Data East today. 

Consider the ingredients: 

¢ Bo Jackson—sure, he’s a superstar, but 
as of this writing it’s still possible that his hip 
injury will prevent him from ever playing 
professional sports again. 

* Baseball—how many times has this 
sport been done on the NES alone? | lost 
count at about 11—not including the more 
esoteric stuff like Dusty Diamond's All-Star 
Softball and Base Wars—and there are 
always more on the way! 

¢ Finally, it’s for the Nintendo Entertain- 
ment System—that 8-bit workhorse that’s 
starting to slip into the shadow of the more 
powerful 16-bit machines, including Nin- 
tendo’s own. 

But before we send Bo back to the dugout 
with these three strikes against him, let's give 
him a fair shake. After all, Bo Jackson Base- 
ball does have some nice features—and it's 
interesting to see subtle differences between 
the average Japanese-designed baseball 
game and this one, which was developed by 
Beam Software in Australia. 

Along with the standard two-player mode 
and tournament options, Bo Jackson Base- 
ball presents a fairly clean interpretation of 
America’s favorite team sport. Fielding the 
ball is an easy task, thanks to the responsive 
controls, and pitching and batting have been 
simplified by on-screen menus that show 
your choices clearly. In the one-player mode, 
the computer proves to be a worthy oppo- 
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nent, attempting to steal bases frequently 
and throwing fewer pitches into the strike 
zone than the typical video-game pitcher. 
Another options screen allows you to 
modify many of the game’s variables. You 
can set the number of innings, turn the music 
on and off or even choose which viewpoint 
you'd like to see the pitches from—through 
the eyes of the pitcher or from the catcher’s 
perspective. The music is far too repetitive to 
enjoy for a full nine innings, but the digitized 
voices are a treat. The umpire growls 
“STRIKE!” with such ferocity that you expect 
the batter’s helmet to fly off from the blast, 
and the team managers are quick to dispute 
close calls on the field, barking, “He was safe 


4 
vit 


Detailed character by a mile!” 
animation is one of Bo One of the game's strongest points is the 
Jackson Baseball's detailed animation of the pitcher and the bat- 
strongest points. ter, particularly in the sequences that show 


the action from 
the catcher’s point 
of view. The 
pitcher thumps 
the ball into his 
mitt a few times, 
casts a wary eye 
at any base run- 
ners and winds up 
for a full delivery 
that ends with his 
H arm extended in 
an off-balance pose that should be 
familiar to baseball fans every- 
where. These motions look like 
they're closely based on the move- 
ments of a real pitcher, and the bat- 
ter's appearance is equally true to 
life. Check out the subtle change in 
the batter's stance as he shifts his 
weight before tensing up for a 
swing. 

In other areas, the graphics 
aren't quite as perfect. From the 
pitcher's perspective, there’s a huge 
backdrop behind the plate that’s 
taller than the wall that defines 
the outfield. From the catcher’s 
viewpoint, the pitcher’s mound 
looks like it’s only about 40 feet 
away from the plate instead of 
the standard 60 feet, 6 inches. In 
the long shots of the field, the 
players are stiff-legged, and the 
umpires look like pizza chefs. 

No, I’m not going to say, “Bo 
Knows Nintendo.” | will say that 
Beam Software and Data East 
know baseball, and they’ve made 
a workmanlike effort in trying to 
live up to the promise of a game 
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with Bo’s name on it. It may not clearly dis- 
tinguish itself from the pack, but at least it's 
running neck-and-neck with most of the 
other NES baseball games. 

—Chris Bieniek 
Data East USA, Inc. 
1850 Little Orchard St. 
San Jose, CA 95125 
(408) 286-7074 


JVC 
For the Nintendo Entertainment 
System ($39.95) 
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PLAYABILITY 
OVERALL 
| like to get up at about 5:00 a.m. on Sun- 


days and head on down to the miniature-golf 
course—early, while the dew is still on the 


Astroturf. There’s nothing quite like the feel- § 


ing one gets when selecting 
the perfect putter: the cold 
chrome shaft, only slightly 
misshapen, with the small, 
vicious wedge of steel on the 
business end. Then you get to 
pick out your ball (I always 
prefer the green one) and 
weigh it carefully to find the 
sweet spot. In moments, 
you're out on the green. At 
that time of day, there’s never 
a family of four ahead of you, 
arguing loudly as they stroll 
their way through the game. 
Nor has the windmill begun to Be 

creak and shudder, the sure sign that a long 
day on the mini-putt golf course is coming to 
a close. And the clown with the skee-ball face 
at the end of the course waits patiently, 
mockingly, for his first victim of the day. This 
is the time to play miniature golf. 

Adapted from Accolade’s computer ver- 
sion, Mini-Putt goes a long way toward recre- 
ating the experience of miniature golf, the 
sport of jesters. 

In real-life minigolf (sort of like saying “in 
real-life cartoons”), there are decorative 
courses with dinosaurs, loop-the-loops and 
barn doors and serious courses with sloped 
and twisted greens designed by evil people. 
Mini-Putt's 36-hole repertoire features mostly 
this second type of course. Be prepared for 
diabolically arranged hills (some are practi- 
cally mountains), valleys, bumps, troughs, 
trenches and traps. 

There are some holes in Mini-Putt that 
could never exist in reality. For instance, the 
Cannon hole in one course requires you to 
get the ball past a WWI biplane propeller and 
into the mouth of a cannon, which automati- 
cally shoots the ball upwards and across to 
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Mini-Putt, by NVC, is as 
silly and maddening as 
“real” miniature golf. 


ae TE a the hole (which is otherwise inaccessi- 


ble). Now this is minigolf at its finest! 
There’s a couple of castles, a space 
shuttle, an elephant, a giant cobra, tun- 
nels, water hazards and more. Slopes 
are represented by fields of arrows 
pointing in the direction the ball will 
tend to roll (though the ball sometimes 
stops on a slope). You can also practice 
any hole on any course. 
Up to four can play at once. The 
method used for putting is similar to 
most golf video games. You place the 
cursor where you want the ball to end 
up (if it’s a straight shot) or where you 
want to aim it (for a bank shot). You'll 
‘have to take the slopes into account, and 
adjust power accordingly. Precise timing 
is required in order to hit the fire button 
when the power and accuracy gauges 
reach the desired levels. You can also 
hold the button in order to “freeze” 
yourself in mid-swing; this is useful for 
timing your shot effectively when trying 
to putt past moving objects. 
= Since it’s marked off in increments 
almost too small to be displayed on a TV set, 
the power gauge did not always seem to 
accurately reflect the energy imparted to the 
ball. This was particularly annoying in very 
short putts (actually tougher sometimes than 
the long shots), which didn’t roll as far as the 
gauge seemed to indicate they would. 
Mini-Putt |acks in graphic detail. Still, the 
game gets high marks. It's a good golf simu- 
lation for those who don't take golfing very 
seriously. It’s as silly and maddening as the 
“real” miniature golf, and that's exactly what 
it should be. 
—Josh Mandel 
JVC Musical Industries 
6363 Sunset Blvd., Suite 500 
Hollywood, CA 90028 
(213) 466-5927 


SEGA 
For the Sega Genesis ($49.95) 
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PLAYABILITY 


OVERALL 


When Castle of Illusion appeared for the 
Genesis, it took some people by surprise. 
Maybe they thought Mickey Mouse was no 
longer star material, but they were wrong. 
Castle is as spectacular an arcade game as 
has ever been seen on the home TV screen: 
brilliantly painted and animated, with infec- 
tious game play. It's only natural to expect 
even more from the second Disney/Sega col- 
laboration, Fantasia. What a pleasure to 
report that Fantasia is not only as good as 
Castle, it’s better—longer and tougher, with 
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more surprises, hair-tearing twists, 
superb music and top-notch anima- 
tion than its predecessor. Better still, 
it’s significantly different than Castle, 
so nobody will feel like they're playing 
a continuation of the same game. 

Fantasia follows the spirit of the 
classic Disney film perfectly. Mickey, 
in his sorcerer’s apprentice robes, has 
fallen asleep. While he dozes, the Fee 
Master’s musical notes are scattered 
throughout the world of Fantasia by 
an evil wind blowing down from Bald 
Mountain. Mickey must retrieve 
all the notes so that the orchestra 
can play once more. To do so, 
he'll run and jump over a wide 
variety of dangerous dream- 
scapes, many of which you'll rec- 
ognize from the film, though 
some were created specifically 
for the game. 

What makes Fantasia so differ- 
ent from Castle? First, it’s more 
difficult...far more difficult. | was 
shocked when | sat down to play F 
for the first time, expecting to ace 
the first level and running out of de 
lives within seconds instead. The |e 
Fantasia world is populated with 
so many jumping, flying and gal- 
loping creatures, you'll have to be on 
your toes every second of the way. Even 
in easy mode, this game is of adult-level 
difficulty. Young children need not apply. § 

Second, the flavor of the art is differ- 
ent. The backgrounds are noticeably § 
less detailed than in Castle, but the ani- |_ F_ 
mation is much more fluid. Mickey’s fF 
teetering, for example, is more elabo- 
rate; his arms flail frantically, he sweats 
and if you don’t get him on solid 
ground quickly, he falls! Multiplane 
scrolling is also utilized less than in 
Castle, but is actually used as a strate- 
gic impediment. Large objects pass in 
front of the action, blocking the view 
temporarily (and seemingly at all the 
worst times). Everything sparkles; look 
carefully and you'll see that almost § 
every screen is full of twinkling reflec- 
tions of fire, starlight, crystal and water. 

Third, the construction of the game § 
is entirely unlike Castle's. There are no § 
bosses to speak of, and if Mickey 
reaches the end of the level without 
finding the requisite number of musical 


notes, he’s thrown back into the same level 
until he completes it. Though he can eliminate the spirit of the Disney film 
the marauding creatures—brooms carrying perfectly. 


buckets, mushrooms, flying books and dozens 
more—by bouncing on them (some of them 
take two or more bounces to eliminate), he 
can also cast magical spells. There are doors 
that lead to bonus rooms, fairies that can 
knock you back or take you to new sublevels 
and many items to find along the way to 
increase your magical strength or endurance. 
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Music obviously plays an enormous role in 
the game. Nearly every classical work used in 
the film is present in the game (with the note- 
worthy exception of the film’s finale, “Ave 
Maria”). The orchestrations seem a little thin- 
ner than in other Genesis games, but the vari- 
ety is fantastic. 

There are hundreds of little details in Fan- 
tasia that | could go on and on about—but 
you'll just have to see them for yourself. 
Mickey and | have some serious mushroom 
butt to kick. 

—J.M. 
Sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(415) 742-9300 


LIN 
For the Nintendo Entertainment 
System ($47.95) 


PLAYABILITY 
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OVERALL 


This latest offering from movie-licensing 
happy LJN is its second based on a motion 
picture with a time-traveling storyline. Its 
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first, Back to the Future Part II 
& Ill, proved that a movie- 
inspired video-game’s game 
play didn’t have to be derived 
from the actual _ film 
itself—simply create another 
scrolling game for the player's 
enjoyment. 

This time around, LJN 
redeems itself somewhat by 
sticking to the premise of the 
Bill & Ted’s Excellent Adven- 
ture movie—two “valley 
dudes” who travel through 
time in a telephone booth and kidnap famous 
folks throughout history. In the game, Bill 
and Ted have to find the likes of Cleopatra, 
Rembrandt and Elvis and bring them back to 
the time from whence they originally came. 

Rebels from the future world of Bill and 
Ted's time guardian, Rufus, have kidnapped 
these historically significant people and scat- 
tered them over five time periods. Everyone 
must be returned to where he or she 
belongs, or else the future in which Bill and 
Ted are demigods won't ever exist. The fact 
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TO PLAY? 


that their music has helped to bring about 
world harmony and the perfect alignment of 
the planets will never occur. 

Undoing the rebels’ admirable efforts, you 
play both Bill and Ted through six levels. In 
each one, you must talk with locals to get 
clues and items to help in your search. First, 
you have to find an object (“historical bait”) 
that is used to lure the legendary figure once 
you find him or her. Without this item, the 
person won't go back home with you. 

You alternate between the two charac- 

ters throughout the six levels. At the end of 
j every level, a password is given to con- 
tinue, and Bill and Ted hold a concert. The 
higher the level completed, the bigger and 
better their performance becomes. 

Buildings to enter in each of the five 
time periods often will present Bill or Ted 
somebody inside to talk to. You select Bill's 
or Ted’s response from three choices. If 
what you make Bill or Ted say pleases the 
person being spoken to, a clue will be 
given. If, on the other hand, you irk him or 
her, the locals outside might 
turn aggressive and throw you 
in jail if they catch you. 

To fend off attacking folks, 
you can throw a “good stuff” 
object. Dropping a pudding cup 
will attract the people to it. A 
boom box entices them to 
dance. A firecracker will blow 
up unfortunates within its vicin- 
ity, but dropping a history text- 
book will cause everybody on 
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the screen to disappear as they are 
wiped out of existence. 

Other objects to note are the 
horses and canoes that Bill and Ted 
can ride and certain areas in build- 
ings that allow them to warp from 
one place to another. Oddly, the time 
machine phone booth is always con- 
veniently available and is listed in the 
inventory screen. (Bill and Ted carry 
it with them all the time?) Telephone 
numbers of historical figures are 
dialed to get to where a person is. 

Bill & Ted’s Excellent Video Game 
Adventure clearly fits into the adven- 
ture-gaming category. The 3-D per- 
spective graphics are good, but—sin of all 
video-game sins—actual game play is dull. 
All you are ever really doing is searching, 
searching and searching. You search for 
clues to search for historical bait and people. 
You ride horses and canoes to get to areas to 
search. Conflicts are there to simply put you 
on the defensive. 

The selecting of different responses when 
conversing with people is unique but hardly 
necessary. Usually one of the three 
responses is the only important thing you 
need to say. The other two either tick them 
off or cause them to tell you to get lost, 
whereupon the townsfolk outside take to 
beating on you and then throw you in jail. 

It’s also aggravating to select the wrong 
bait once you locate a historical person. 
Again, you'll be thrown in jail and have to 
start your search for that person all over 










again. There’s a lesson to be learned 
here: When traveling through time, 
don’t make people mad by talking 
like an idiot or giving them inappro- 
priate gifts. You'll be thrown in jail. 
The verbose Bill and Ted them- 
selves would likely describe this 
adventure of theirs as being 
“bogus,” but what we get can be 
best called average. Try before you 
buy, most triumphant dudes. 
—Howard H. Wen 
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Yo, Bro 


NEC 
For the TurboGrafx-16 ($61.99) 





Yo! Now, all you radical types have a 
chance to hop on your skateboards and make 
the streets of Santa Cruz (and other locales) 
safe for all the righteous dudes. And what a 
task that'll be. The streets are loaded with 
innocent bystanders, kids who are better off 
home than wandering around as targets for 
every dastardly menace that can crawl from 
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a sand dune or drop from the sun-drenched 
sky. It's up to you to skate the streets, send- 
ing these kids home and killing off the 
troublemakers. 

As you roll from one West Coast locale to 
the next, you must face off against killer 
bees, baby dinosaurs, aliens, man-eating 
plants and even killer rabbits, just to mention 
a few of the creepy cruds you'll meet. Each 
creature has its own way of attacking. Some 
even breed, forcing you to find the “mother” 
organisms quickly, and then backtrack to rid 
the town of all the offspring. 

No one said hunting meanies was an 
unrewarding experience, though. When you 
kill creatures, prizes are left behind. Some- 
times the prizes are little more than servings 
of junk food that increase your score. Other 
times, you'll be able to scoop up more pow- 
erful loads for your slingshot or grab hearts 
that refill your wipe-out meter. 

Did he say “wipe out”? Yep. You start the 



















Gamers playing Yo, Bro 
will have to face off against 
killer bees, baby dinosaurs, 
and even 
aliens. . 





game with a specific number of lives (set 
from the options screen), each of which can 
wipe out eight times before meeting the 
grim reaper. Hitting creatures is a sure way 
to wipe out, but the streets themselves are 
filled with natural obstacles such as puddles 
and pot holes, any of which can knock you 
on your well-tanned butt. Whatever you do, 
don't skate into deep water. It’s instant 
death. 

If you are slow find- 
ing all the kids, the vil- 
lains will destroy them, 
one by one, in sundry, 
horrible ways. You have 
no time to spare. As if 
saving the town’s kids 
isn’t enough, take too 
long with a level, and 
you'll also have to 
dodge bombs tossed 
off-screen by some 
unknown dweeb. Luck- 
ily, the on-screen com- 
pass arrow will help you 
quickly locate the near- 
est targets. 

The controls for Yo, 
Bro are a little clumsy at 
first. It takes time to get 
used to maneuvering 
the skateboard. It’s espe- 
cially difficult to line up 
for your shots, since the 
skateboard, as one 
would expect, tends to 
keep rolling. Acquiring 
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the skill to stop and turn with 
any degree of accuracy takes a 
lot of practice. 

The graphics are disappoint- \arumtam 
ing. The TurboGrafx-16 is capa- 
ble of much more detailed gues 
scenes than those incorporated 
into this game. Still, the skate- 
board animation is convincing, 
even if the backgrounds over 
which you skate are less than 
lush. Also, the sound effects are 
ordinary. However, as you play, you get 
treated to competently arranged Beach Boys’ 
classics. | can’t think of a more appropriate 
soundtrack. 

In summary, Yo, Bro is basically a shoot- 
‘em-up, but the California scenario and the 
skateboarding action take it slightly outside 
that genre. Although the game takes some 





getting used to, once you master the control 
mechanism, you should have hours of fun 
tracking down West Coast baddies. What 
could be more hip? 

—Clayton Walnum 
NEC Home Electronics, Inc. 
1255 Michael Drive 
Wood Dale, IL 60191 
(708) 860-9500 


Smash TV 


ACCLAIM 
For the Nintendo Entertainment 
System ($47.95) 


OVERALL 





Goodies, guts and glory—all prime ingre- 
dients of what in the year 1999 has become 
the world’s favorite TV game show: Smash 
TV. Williams released the arcade version last 
year, and it quickly became a hit. Smash TV 
combines the game play of the classic 
Robotron and a violent game-show theme 
similar to the movie The Running Man to 
provide a unique contest for either one or 
two players (simultaneously). 

“Big Money!, Big Prizes!—I Love It!” is 
the opening cry from your host as the con- 
testants proceed into the first battle area. 
There are four different areas in the NES ver- 
sion, each consisting of several different 
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rooms interconnected by doorways. A map 
appears at the beginning of each area that 
shows how the rooms are connected, where 
bonus rooms full of extra prizes are located, 
as well as where the boss is located. Your 
object as a contestant is to move from room 
to room collecting cash, prizes, extra men 
and weapons while blasting literally hun- 
dreds of mindless drones into dog food 
along the way. All of the aforementioned 
items appear randomly for a limited time 
before they disappear. As prizes are gathered 
(they appear in the form of gift boxes), a 
small window near your score displays 
what each prize is. 

A bar graph located below your score 
indicates how many shots you have left 
with your current weapon, before your 
standard shots are restored. Only one 
weapon power-up may be used at any 
one time, but other power-ups (such as 
force fields or extra speed) may be used 
at the same time. Most of the power-ups 
from the original game are present, with 
only a few weapons missing. 

When the boss room is reached, 
things start to really get hairy. These 
guys aren't friendly and take quite a bit 
of punishment before kicking off. At this 
point, your contestant(s) comes back to the 
main area for bonus points based on all the 
cash and prizes accumulated before heading 
off into the next area to face new, more diffi- 
cult drones and challenges in his quest for 
more toasters, VCRs, TVs and new cars. 

The arcade incarnation of Smash TV was 
quite impressive in regards to its beautiful 
graphics and great sound. Translating all the 
features of the game to the NES is quite a chal- 
lenge, but Acclaim has done better than I’d have 
thought possible. While there isn’t the visual 
splendor of entrails and eyeballs flying skyward 
when your character or a boss gets trashed, 
everything is displayed adequately enough. | 
was really worried about the cath of flick- 
ering, what with so many critters 
on-screen at the same time, but 
they seem to have been able to 
avoid the problem for the most 
part; the graphics remain intact fy 
the vast majority of the time. ' 

“I'll buy that for a dollar,” 
and the other comments made 
by the host, appear to have 
been taken directly from the 
original, but come out some- 
what scratchy on the NES, most 
likely due to memory restric- 
tions. They are easily under- 
stood, however, and all the other sound 
effects and music, while not taken directly 
from the original, sound just fine. 

Something that most of you familiar with 
the coin-op version will want to know is how 
they managed to get two eight-way joysticks 
crammed into one NES pad. Two control 
schemes are available, depending upon your 
hardware setup. If you have the standard two 
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Acclaim’s Smash TV 
manages fo capture the 
essence of the game play 
thet meade the arcade 
version @ success. 











pads, you can either use one or both 
of them when playing one player, or 
have each player use a single pad in 
two-player mode. 

When using one controller, the con- 
trol pad is used for movement, with 
one button used to fire in the direction 
you are moving and the other button 
used to fire continuously in the last 
direction you moved. Sound compli- 
cated? Try doing it—it takes a bit of 
getting used to and can be deadly if 
you mess up when the heat is on. 

The second way, using both con- 
trollers, is much easier. You simply 





hold each controller with the pad por- 
tion at the top: use one pad to move 
and the other to fire. If you want to do 
this in the two-player mode, you will 
need an adapter (like the NES Satel- 
lite) that allows you to hook up four 
controllers. (And you thought you 
would never see a game that played 
better with the pad than with the big- 
ger controllers!) 

All in all, the NES version manages 
to capture the essence of Smash TV, 
with the same game play that made 
the arcade version a success. There is 
plenty of challenge and difficulty— sorry, no 
continues—to keep even the best blasting for a 
while. If you liked it in the arcade, you should 
enjoy Acclaim’s translation! 
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—Brent Walker 
Acclaim Entertainment 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 922-2400 
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We buy and sell Nintendo, Genesis, and Turbo Grafx 


THE GAME COUNSELOR 





NINTENDO 


A BOY AND HIS BLOB 
ABADOX 


WE 
BUY 
USED 
8.00 
7.00 


ADVENTURE OF BAYOU BILL 5.00 


AIR FORTRESS 

ALIEN SYNDROME 
ASTYANAX 

BAD DUDES 

BASES LOADED IL 
BATMAN 

BATTLE OF OLYMPUS 
BIONIC COMMANDO 
BLACK BASS 

CAPTIAN COMIC 
CASTLEVANIA IIL 
CHALLENGE OF DRAGON 
CHIP & DALE RANGERS 
CLASSIC CONCENTRATION 
CLEOPATRA 
CODE NAME: 
CONTRA 
CYBERNOID 
DEADLY TOWERS 
DESERT COMMANDER 
DICK TRACY 

DOUBLE DRAGON III 
DR. MARIO 

DRAGON WARRIOR 
DRAGON WARRIOR II 
DYNOWARTZ 

EXCITE BIKE 
GAUNTLET IT 
GHOSTBUSTERS 
GHOSTBUSTERS IL 
HUNT FOR RED OCTOBER 


VIPER 


7.00 
10.00 
7.00 
10.00 
12.00 
10.00 
15.00 
§.00 
20.00 
5,00 
15.00 
5.00 
12.00 
10.00 
10,00 
12.00 
4,00 
5.00 
4.00 
9.00 
10.00 
20.00 
10.00 
5.00 
15.00 
10.00 
5.00 
10.00 
5.00 
8.00 
10.00 


TURBO GRAFX 


ALIEN CRUSH 
BATTLE ROYALE 
BLAZING LAZERS 
BLOODY WOLF 
BONK'S ADVENTURE 
BOX BOY 
BRAVOMAN 

CAMP CALIFORNIA 
CHEW-MAN-FU 
CHINA WARRIOR 
CRATER MAZE 
CYBERCORE 

DEVIL'S CRUSH 
DEEP BLUE 
DINOSAURS 
DOUBLE DUNGEON 
DRAGON'S CURSE 
DRAGON SPIRIT 
DROP OFF 
DUNGEON EXPLORER 
GALAGA 90 
FANTASY ZONE 
FIGHTING STREET (CD) 
FINAL LAP TWIN 
FINAL ZONE II (CD) 
J.J, AND JEFF 

JACK NICKLAUS GOLF 
KING OF CASINO 
KLAX 

LAST ALERT (CD) 
LEGENDARY AXE 
LEGENDARY AXE II 


BUY 

USED 
12.00 
20.00 
12.00 
19.00 
15.00 
10.00 
15.00 
15.00 
15.00 
12.00 
12.00 
17.00 
15.00 
15.00 
20.00 
12.00 
15.00 
12.00 
15.00 
10,00 
12.00 
12.00 
14,00 
15.00 
20,00 
12.00 
15,00 
12,00 
15,00 
20.00 
12,00 
15.00 


TO SELL GAMES: 
Deduct $2.00 for each missing box, $1.00 for each missing 
instruction. Games that require maps and hint books must 
be bought together. Please call for current prices. Prices 
subject to change without notice. 


TO BUY GAMES: 
Send check or money order to THE GAME COUNSELOR, 
18530 Hatteras St. #223, Tarzana, CA 91356. Add $4.00 
for shipping and handling and $.50 for each game. Califor- 
nia add 7% sales tax. All games subject to availability with 
a 90 day warranty. We reserve the right to refuse any 
purchase or sale. 


WE 
SELL 
USED 
16.00 
14,00 
10.00 
14.00 
20.00 
14,00 
20.00 
24.00 
20.00 
30.00 
10.00 
35.00 
10.00 
30,00 
10.00 
21.00 
20.00 
20,00 
24.00 
8.00 
10,00 
8.00 
18.00 
20.00 
35.00 
20.00 
10.00 
30.00 
20.00 
10.00 
20.00 
10.00 
16.00 
20.00 


HYDILIDE 

KARATE CHAMP 
LEGENDARY WINGS 
LITTLE PEOPLE BOWLING 
MECHANIZED ATTACK 
MEGAMAN I1I 

METAL GEAR 

METROTD 

MUPPET ADVENTURE 
NARC 

NINJA GAIDEN 

NINJA GAIDEN II 
PHANTOM FIGHTER 

PRO WRESTLING 

PUNCH OUT 

RAD RACER IT 
RESCUE-EMBASSY MISSION 
RING KING 
ROADBLASTERS 
SHADOWGATE 

SHINOBI 

SILENT SERVICE 
SIMPSONS 

SKATE OR DIE 

STEALTH ATF 

SUPER MARTO BROTHERS 3 
TMNT 

TMNT IT 

TAG TEAM WRESTLING 
ULTIMA IT 

UNSER TURBO RACING 
WIZARDS & WARRIORS 
WRATH OF BLACK MANTA 
WRESTLEMANIA 


MAG DINOSAUR TOUR (CD) 
MICROBOX 

MILITARY MADNESS 
MONSTER LAIR (CD) 
MOTO ROADER 
NEUTOPIA 

NINJA SPIRIT 

ORDYNE 

PACLAND 

POWER GOLF 
PSYCOSIS 

R-TYPE 

SHANGHAI 

SIDE ARMS 

SONIC SPIKE 

SPACE HARRIER 
SPLATTER HOUSE 
SUPER DARIUS (CD) 
SUPER STAR SOLDER 
SUPER VOLLEYBALL 
TAKING IT TO THE HOOPS 
TIGAR ROAD 
TIMEBALL 

TV FOOTBALL 

VALIS II (CD) 

VEIGUES 

VICTORY RUN 
VIGILANTE 

WORLD CLASS BASEBALL 
WORLD COURT TENNIS 
Y'S (CD GAME) 


FOR ORDERS CALL: (818) 609-1141 
BUSINESS HOURS 10a.m. to 5p.m. PACIFIC TIME 
CIRCLE #119 ON READER SERVICE CARD. 


WE 
BUY 
USED 

§.00 

6.00 

5.00 
10.00 
12.00 
20.00 

4.00 

5.00 
10.00 
12.00 

7.00 
12.00 
12,00 

5.00 

5.00 
10.00 

7.00 

6.00 

7.00 

7.00 
10.00 

8.00 
15.00 

5.00 

8.00 
20.00 
12.00 
20.00 

6.00 
20.00 
10,00 

5.00 

8.00 

7.00 


WE 
BUY 
USED 


20.00 
15.00 
16.00 
15.00 
12,00 
12.00 
19,00 
12.00 
12.00 
12.00 
15,00 
18,00 
15.00 
12.00 
15.00 
15.00 
15.00 
20.00 
17.00 
15.00 
12.00 
15.00 
18,00 
20,00 
20,00 
18,00 
8,00 
10,00 
12,00 
12,00 
15.00 


WE 
SELL 
USED 
10.00 
12.00 
10.00 
20.00 
24.00 
35.00 
8.00 
10.00 
20.00 
24.00 
14.00 
24,00 
24.00 
10.00 
10.00 
20.00 
14.00 
12.00 
14.00 
14.00 
20.00 
16.00 
30.00 
10.00 
16.00 
35.00 
24.00 
35.00 
12.00 
36.00 
20.00 
10.00 
16.00 
14.00 


WE 
SELL 
USED 


40,00 
30.00 
32.00 
30,00 
27.00 
25.00 
33.00 
25.00 
24.00 
30.00 
30.00 
35.00 
30.00 
25.00 
30.00 
30.00 
34.00 
40.00 
36.00 
30.00 
26.00 
30.00 
35.00 
32.00 
40.00 
35,00 
16,00 
20,00 
24.00 
24.00 
30,00 


GAME BOY 


ALLEYWAY 

ARAZON’S LAIR 

BASEBALL 

BASES LOADED 

BATMAN 

BOOMERS ADVENTURE 
BOXXLE 

BOWLING 

BUG’S CRAZY CASTLE 
CASTLEVANIA 

CAT TRAP 

CHESS MASTER 

CHINS GOURMET PARADISE 
COSMO TANK 

DAEDALIAN OPUS 

DAYS OF THUNDER 

DEAD HEAT SCRAMBLE 
DEXTERITY 

DOUBLE DRAGON 

DR. MARIO 

FINAL FANTASY LEGEND 
FIST OF NORTH STAR 
FLIIPULL 

FORTRESS OF FEAR 
GARGOYLES QUEST 
GODZILLA 

GOLF 

HAL WRESTLING 
HEART ATTACK 
HVY. WT. CHP. 
HELANKYO ALIEN 
HYPER LODE RUNNER 
ISHIDO 
KWIRK 
Loc N’ 
LOOPZ 


GENESIS 


BOX 


CHASE 


AERO BLASTER. 
AFTER BURNER II 
AIR DIVER 

ALEX KID-CASTLE 
ARROW FLASH 
ATOMIC ROBO KID 
BATTLE MISSION 
BATTLE SQUADRON 
BEANBALL BENNY 
BERLIN WALL 

BIMINI RUN 
BUDOKAN 

BURNING FORCE 
BUSTER DOUGLAS BOXING 
CASTLE OF ILLUSION 
COLUMNS 
CRACKDOWN 
CURSE 

CYBERBALL 

DANDO 

DICK TRACY 

DJ BOY 

DYNAMITE DUKE 
E-SWAT 

FINAL ASSAULT 
FINAL ZONE 

FIRE SHARK 
FORGOTTEN WORLD 
GHOSTBUSTERS 
GHOULS N' GHOSTS 
GOLDEN AXE 
GRANADA 

HARD DRIVEN 

HELL FIRE 

HERZOG ZWEI 
INSECTOR X 

ISHIDO 

JOE MONTANA FOOTBALL 
JOHN MADDEN FOOTBALL 
KA-VE-KI 

KLAX 

LAKERS VS CELTICS 
LAST BATTLE 

MAZE HUNTER 


WE 
BUY 
USED 


8.00 
13.00 
7.00 
11,00 
13,00 
10.00 
9.00 
9.00 
11.00 
8.00 
13.00 
12.00 
12.00 
11.00 
11.00 
11.00 
12.00 
11.00 
12.00 
11.00 
11.00 
10.00 
9.00 
11.00 
10.00 
7.00 
8.00 
11.00 
7.00 
11.00 
9.00 
10.00 
7.00 
9,00 
11,00 
11.00 


WE 
Buy 
USED 

20.00 
15.00 
12.00 
10.00 
22.00 
15.00 
20.00 
16.00 
20.00 
25.00 
15.00 
15.00 
15.00 
15.00 
18.00 
12.00 
24.00 
21.00 
12.00 
20.00 
15.00 
15.00 
15.00 
15.00 
20.00 
15.00 
18.00 
10.00 
15.00 
15,00 
15.00 
19.00 
18.00 
21.00 
15.00 
15.00 
15.00 
20.00 
25.00 
20.00 
15.00 
20.00 
8.00 
22.00 


WE 
SELL 
USED 


16.00 
22.00 
14,00 
19.00 
19.00 
19.00 
18.00 
18.00 
20.00 
15.00 
21.00 
22,00 
22.00 
22.00 
20.00 
22.00 
22.00 
22.00 
21.00 
22.00 
22.00 
20.00 
18.00 
22.00 
20.00 
14,00 
18.00 
22.00 
14.00 
22.00 
18.00 
20.00 
14.00 
18.00 
22.00 
22.00 


WE 
SELL 
USED 
40.00 
27.00 
24.00 
20.00 
40.00 
30.00 
40.00 
30.00 
40.00 
40.00 
30.00 
30.00 
30.00 
30.00 
37.00 
24.00 
40.00 
40.00 
26,00 
40.00 
30.00 
30,00 
33.00 
33.00 
40.00 
30.00 
35.00 
20.00 
30.00 
30.00 
30.00 
38.00 
35.00 
36.00 
30.00 
31.00 
30.00 
35.00 
44.00 
40.00 
30.00 
33.00 
20.00 
39.00 


MERCENARY FORCE 
MOTOCROSS MANIACS 
NBA ALL STAR 
NEMESIS 

NFL FOOTBALL 

NINJA BOY 

NORTH & SOUTH 
PAPERBOY 

PENGUIN WARS 

PIPE DREAM 

POWER RACER 

Q BILLION 

QUARTH 

QIx 

REVENGE OF THE GATOR 
ROBO COP 

RONGUER WARS 
SELECTION 

SHANGHAT. 

SKATE OR DIE 
SNOOPYS MAGIC SIIOW 
SOCCER MANIA 

SOLAR STRLKEK 
SPACE INVADERS 
SPIDERMAN 

STREET FIGHTER 2010 
SUPER MARIO LAND 
TASMANIA STORY 
TEENAGE NINJA TURTLES 
TENNIS 

VOLLEYBALL 

WUEEL OF FORTUNE 
WWF SUPERSTARS 
WORLD BOWLING 
WORLD BOXING 


MISSLE DEFENSE 
MONDUS FIGHT PALACE 
MOONWALKER 

MYSTIC DEFENDER 
OUTRUN 

PAPERBOY 

PAT RILEY BASKETBALL 
PENDULUM LAIRD 
PHANTASY STAR II 
PHANTASY STAR III 
PHELIOS 

POPULOUS 

RAMBO III 

REVENGE OF SHINOBI 
ROAD BLASTERS 
SHADOW BLASTER 
SHADOW DANCER 
SHOVE IT 

SKULL & CROSSBONES 
SOCCER 

SPACE HARRIER II 
SPIDERMAN 

STRIDER 

SUPER HANG ON 
SUPER HYDIDE 

SUPER MONACO GP 
SUPER THUNDER BLADE 
SUPER VOLLEYBALL 
SWAT 

SWORD OF SODAN 
SWORD OF VERMILLION 
TARGET EARTH 

TASK FORCE HARRIER 
TECHNO COP 
THUNDER FORCE II 
THUNDER FORCE Ill 
TOMMY LASORDA B-BALL 
TOURNAMENT GOLF 
TRAMPOLINE TERROR 
TRUXTON 

WHIP RUSH 

WRESTLE WAR 

ZANY GOLF 

ZILLION 

ZOOM 


WE 
BUY 
USED 


12.00 
7.00 
12,00 
9.00 
10.00 
11.00 
12.00 
11.00 
7.00 
11.00 
11.00 
9,00 
11.00 
7.00 
9.00 
11,00 
11,00 
12.00 
10.00 
12.00 
11.00 
11.00 
9.00 
7.00 
11.00 
12.00 
7.00 
12.00 
11.00 
5.00 
7.00 
11.00 
7.00 
11.00 
9.00 


10.00 


WE 
SELL 
USED 


22.00 
15.00 
22.00 
18.00 
20.00 
22.00 
22.00 
22.00 
14.00 
22.00 
22.00 
18.00 
22.00 
14,00 
18.00 
22.00 
22.00 
22,00 
20.00 
22.00 
22.00 
22.00 
18,00 
14,00 
22.00 
22.00 
14.00 
22.00 
26.00 
15.00 
14.00 
22.00 
14.00 
22,00 
18.00 


SELL 
USED 
39.00 
40.00 
30.00 
20.00 
39.00 


24.00 
39.00 
36.00 
55.00 
28.00 
24.00 
24.00 
37.00 
36.00 
35.00 
35.00 
20.00 
44.00 
20.00 
20.00 
42.00 
42.00 
24.00 
24.00 
30,00 
19.00 
30.00 
42.00 
30.00 
35.00 
19.00 
40.00 
40.00 
18.00 
42.00 
35.00 
39.00 
29.00 
25.00 
30.00 
42.00 
20.00 
39.00 
20.00 
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TO: The Game Counselor 
18530 Hatteras Street #223 
Tarzana, CA 91356 


ZIP 


I 
I 
I 
I 
I 
=! 


Wurm: Journey to the 


Center of the Earth 
ASMIK 
For the Nintendo Entertainment 
System ($44.95) 


SOUND/MUSIC 
GRAPHICS 


PLAYABILITY 


789 10 


OVERALL 2346 6 





Did you ever wonder whether there really 


was such a place as the fabled city of Jae 


Atlantis? Or whether there might be a hidden 
civilization deep in the bowels of the Earth, 
waiting for a chance to make claim to the 
surface? In Wurm, you will find answers to 
the above questions, and more. 

As our story begins, you are exploring an 
underground area, traveling through tun- 
nels and vaporizing the occasional critter 
that gets in the way, when an earthquake 
hits. You have lost contact with the surface, 
and one of your other ships is missing with- 
out a trace. Your ship isn’t damaged, but 
afterwards you pick up signs of a massive 
life-form on radar. Using the ship’s crew, 
you must find the weaknesses of the beast 


and succeed in dispatching it before your ¥ 


search continues. 

When you start to find hints of a hidden 
alien civilization, as well as tougher life- 
forms showing up, things become more 
complicated. There are plenty of questions, 
but the answers are buried deep below and 
aren't easy to come by. Your missions are to 
rescue your missing craft and crew members 
and find out where these aliens are coming 
from, and what they want. 

There are five stages to Wurm, each of 
which has several distinct parts to it. Action 
first starts with a typical horizontally scrolling 
shooter area. Afterwards, things may vary in 
order. Generally, a vertically scrolling shooter 
area will also appear, then an exploration 
sequence and then a _ life-form 
identification/destruction sequence. The explo- 
ration sequence has a crew member 
outside of your ship searching for 
missing crew members in a multi- 
level horizontally scrolling maze area. 
The maze isn’t the challenge. It’s 
fairly simple. The work lies in using | 
your ammo wisely and making it last 
long enough to either find the crew j= 
member or bad guy or to escape. 

The one truly different section of | 
the game is the identification/destruc- |e 
tion portion. Using your available 
crew members, who will vary consid- jm 
erably, you must try to identify what |gaa 
type of creature you are facing, and |. 
try and determine its weak spot so /™ 
that you may destroy it. By im 
questioning the different crew mem- | 
bers, your identification possibility 
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percentage will either go up or down, depend- 
ing on which crew member you ask. Addi- 
tional life points are also awarded to keep 
your strength up as you battle, but again, 
the proper crew member must be asked, 
or you could lose points. After a certain 
number of questions, you must battle the 
creature for a while, and any damage 
inflicted will go toward raising the identi- 
fication percentage. Again, you must 
consult your crew. When your percent- 
age hits 100%, it just takes one hit on the 
creature to dispatch it before you are off 
into the next area. 

In the horizontal and vertical shooter 


Ssseseses areas, you are able to choose from dif- 


POSSIBILITY: 


LIFE 
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ferent types of ships as 
action progresses. Your 
basic ship has minimal fire- 
power, but has a huge drill 
on its nose to enable you to 
cruise through solid areas 
without damage. Other 
ships with higher firepower 
(but no drill) are also avail- 
able and may be switched 
at will anytime during these 
sequences. 

| know that some of you 
may have been waiting for 
the release of this game, but 
you may be disappointed. 
Although there are a few 
areas where things get a bit 
difficult, overall the game is 
just simply too easy. The 
first time that | sat down and 
seriously played the game, | 
1 was able to finish it in under 
two hours—and that was 
/ without a glance at an 
instruction booklet. Unlim- 
ited continues and a pass- 
word given after each stage 
contributed. That in itself 
wouldn't be such an issue if 
there was serious challenge 
with enjoyment along the 
way, but there isn’t. There 
are times in the scrolling 
shooter areas where you 
don't even have to fire or 
move; just cruise as fast as 
you can toward the end and 
you will survive. | only felt 
challenged in this portion of 
the game once, and even 
then, it only took a few tries 
to get past the section. 

Visually, things aren't too 
exciting. Again, there are 
some better areas, but over- 
all it’s bland, repeating the 
same background over and 
over with little change. 

Wurm has a good con- 
cept behind it, but perhaps it 
could use a bit of tweaking 
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here and there. More experienced players 


will knock this one out quickly, but | think }J 


that perhaps younger players would get 
some enjoyment out of it. 

—B. W. 
Asmik Corporation 
50 North La Cienega Blvd. 
Beverly Hills, CA 90211 
(213) 854-9774 


American Gladiators 
GAMETEK 


For the Nintendo Entertainment 
System ($49.95) 





It was inevitable that an NES game based 
on the TV game show American Gladiators 
would appear. After all, Nintendo itself 
spends millions of dollars advertising on this 
show (it even “sponsors” some of the events 
on American Gladiators, which you can see 
by its familiar logo on the scoreboard). 

For those who are television illiterate, 
here's the deal: Contestants engage in physi- 
cal events and go through obstacle courses 
while being hindered by any number of Amer- 
ican Gladiators—big, tough guys and gals 
with the physiques of bodybuilders and the 
hammy attitudes of pro wrestlers. The contes- 
tants themselves aren’t wimps, either. With 
physically demanding professions in the 
armed services, firefighting and high-school 
teaching, most are formidable challengers. 

Lesser beings who don't keep in shape 
watch in the stadium stands (the show is part 
of the Universal Studios Hollywood tour). 
Members of the audience cheer their favorite 
American Gladiator and wave handmade 
signs showing their support. (Yes, they make 
signs—there’s a cult following for this show.) 

Now, with the NES game, anyone can 
challenge the likes of American Gladiators 
Gemini, Gold and Laser. Five events inspired 
by the ones in the television show are pre- 
sented. You select one and then, once you 
complete the event, choose any of the 
remaining. Completing all five challenges 
will take you to the next difficulty level. The 
events remain the same, but now your gladi- 
ator opponents are tougher and meaner. 

The well-known joust contest is like the 
stick fight you saw in the movie Robin 
Hood: Prince of Thieves between Robin 
Hood and Little John. You and a gladiator 
fight on top of platforms by whacking one 
another with what look like giant cotton 
swabs. Once you knock the first gladiator off 
the platform, you move your player to the 
right, jumping onto other platforms to face 
another. There are four gladiators to beat 
this way. 
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The human cannonball involves plat- 
forms and four more gladiators to knock off 
their pedestals. But here you jump onto a 
swinging rope. Precise timing is needed to 
make your player let go of the rope in order 


# to collide with the gladiator. Otherwise, 


your opponent will raise his pillow-shield 


1 to block you. 


In powerball, you run back and forth on 
a mini-soccer field in order to dunk soccer 
balls into five baskets, one at a time, while 
dodging three gladiators. The assault is a 
race to the finish line with a gladiator 
shooting tennis balls at you from a mobile 
tank. You can either avoid his shots or, once 
you pick up a tennis ball bazooka gun, fire 
back at him. The wall is the toughest event. 
Your player has to scale a wall within 100 
seconds. Coming into contact with a barrier 
or a gladiator sent out to get you will cause 
your player to lose his or her grip and fall. 

Problems arise immediately once you start 
to play American Gladiators. The first thing 
you'll notice is the poor graphics. Nowhere is 
this more evident than in the joust. The bat- 

- tling gladiators are too 

small. They take up 
roughly less than 20% of 
the game screen. Plat- 
forms and an indistin- 
guishable background 
audience fill the rest. 
“Primitive” is the only way 
to describe the other 
events—a more accurate 
adjective doesn’t exist. The 
color palette is limited. Its 
scheme is reminiscent of 
the way early Apple II 
games looked. Needless to 
say, the digitized pictures 
of real-life gladiators Nitro, Gemini, Lace, 
Laser and Gold are below standards. 
These American Gladiators do not look 
like what a real gladiator should look like. 

Game play is just as bad. It is neither 
diverse nor challenging. It doesn’t take 
long to complete each of the five events. 
Higher levels of play merely present 
tougher gladiator opponents, with the 
exception of the wall contest (by far, the 
best-playing of the events). There’s a 
password option to continue from your 
present difficulty level. 

You'd think there would 
be an option where a sec- 
ond player could play the 
opposing gladiators. | 
thought so, too, since it 
makes perfect sense, but 
there isn’t. A second person 
can play only as a separate 
contestant. Two players 
never get to face off in a 
final obstacle course, like in 
the TV show. 

There’s one thing that’s 
satisfying. It’s hearing a 
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gladiator's screams once you knock him off his | 


platform. Their digitized cries are overdone to 
the point of unintended hilarity. 

—H. H. W. 
GameTek 
2999 N.E. 191st St., Suite 800 
N. Miami Beach, FL 33180 
(305) 454-7771 


Spider-Man 
SEGA 
For the Sega Genesis ($54.95) 





Read any good comic books lately? The 
next time you're thumbing through a Marvel 
comic, take a close look at the advertise- 
ments—you'll probably find that half of the 
ad pages feature video-game products. Obvi- 
ously, there are a lot of people who read 
comics and play video games, and we 
haven't seen too many 16-bit games that 
exploit the connection. Now, after an unusu- 
ally long delay, Marvel’s most recognizable 
hero has come to the Genesis in a big way. 

Sega's Spider-Man (or Spider-Man Vs. 
The Kingpin, as the game’s title screen has it) 
puts you in the webbed red boots of your 
favorite wall crawler as he battles his way 
through a veritable who’s who of classic Mar- 
vel villains, including Electro, the Lizard, Dr. 
Octopus and the Kingpin himself. 

The attention to detail in this 
game is refreshing—it’s faithful to 
the comic book in almost every 
respect. (One small gripe: In the 
comics, Spidey rarely uses his 
webbing as a weapon for striking 
his enemies, though he has 
demonstrated this ability on 
occasion.) 

Until recently, Marvel has not 
been known to pay careful atten- 
tion to the quality of licensed prod- 
ucts based on their characters, so ee: 
in that sense the game's accuracy is even 
more of a surprise. The intermissions are 
particularly good at illustrating how Spider- 
Man's cocky, wisecracking exterior con- 
trasts with the neuroses of Peter Parker, the 
guy inside the red-and-blue tights. 

Here’s another example: Comics fans 
know that Parker supported himself for 
many years by working as a freelance 
photographer for a local newspaper, and 
most of the photos he sold were shots of 
Spider-Man that were taken by his 
remote-control camera. The game incor- 
porates this idea beautifully—first with an 
opening scene where Spidey scales the 
Daily Bugle building, then by allowing 
you to pause and take pictures of the vil- 
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| lains as you face them 
| throughout the game. 

At the end of each level, 
the screen shows you how 
your photographs turned out 
and tells you how much 
money you've earned from 
selling them to the Bugle. 
Spidey uses this money to 
buy the chemical components 
of his web fluid, so it’s impor- 
tant to choose your subjects 
carefully—photos of nastier 
enemies like the Sandman or the Hobgoblin 
are worth quite a bit of money. And if you’re 
familiar with LUN’s excellent version of Spi- 
der-Man for the Game Boy, you know the 
importance of web fluid: You can use your 
webs to strike bad guys, swing from rooftops 
and ceilings and, in the Sega version, you 
can spin a shield of webbing that protects 
you from harm for a short time. 

Spider-Man earns high marks in the audio- 
visual department. Spidey and his enemies 
look great, and nearly every level makes 
effective use of the Genesis’ trademark multi- 
plane scrolling capabilities. The sound is 
equally good—effects are realistic and appro- 
priate, and the music captures the character's 
mystique with a subtle blend of throbbing 
bass lines and quirky synthesizer tones. 

If the game has a flaw, it’s the inclusion of 
scenes that show Spider-Man punching out 
police officers. There doesn’t seem to be any 
reason for such an unnecessary lapse in 
good taste. Fortunately, the rest of the 
game’s plot is well-constructed and exciting; 
| doubt that many people will give these brief 


Sequences a second shou ne continued on 116 
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ILLUSTRATION BY ALAN HUNTER 
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Investigating your 
;you suspect that some- 
thing rotten is afoot. When corpses start 
showing up, you begin to wonder: Could 
you possibly be a murderer? 

In this follow-up to the excellent 
Shadowgate, it’s up to you to solve one 


— 





you. ont even 









pr 

An the 5 pages that fallow, we offer all 
you Nintendo detectives help in solving 
this electronic murder mystery. But be 
warned: You should read the following 
only after you've attempted to play the 
game on your own, Most of the fun of a 
computer adventure is solving the puz- 
tles yourself, 

Happy sleuthing! 
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ROCKETEERING ACR 







Or: again, we 
are being bom- 
barded and saturated 
) with a media blitzkrieg 
of coverage on one of the 
summer's hottest silver 
_ screen releases. About this time 
each year, it seems that all you see 
or hear on TV or read in the paper is 
some movie critic's review of Hollywood's 
latest. Gamers can almost be certain that 
if a movie is an action-packed adventure, 
itll wind up as either a computer or 
video game (or even in some cases as 
both) down 
the road. 

This year’s offering, The Rocketeer, 
brought to us by the folks at Walt Disney 
Pictures, evolved from an obscure comic 
book character that was created back in 
1981 by Los Angeles artist Dave Stevens. 

By now, most of you have probably 
seen the movie or have heard what the 
story line is about, but for the few who 
haven't, here is a brief recap. Set in 1938, 
a pilot by the name of Cliff Secord fang 
his partner discover a jet- 
rocket pack that is sought | — 
after by a gang of evil 
Nazis. The leader of the 
gang, Neville Sinclair, a | 
smooth European movie 
star, kidnaps Secord’s girl- 


bargaining chip. Secord | 
then uses the rocket pack 
to fight the evil Nazis and | 
rescue his girlfriend. Well, | 
enough said. You'll just | 
have to see the movie for further deuce 

As of this writing there are currently four different—actu- 


video games based on the The Rocketeer in the works or that 
have been completed. They are for the Super NES, NES, IBM 
PC and Amiga systems. Each of which is unique in its presen- 
tation of The Rocketeer, so let's stop gabbing and take a 
look at them! 
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About eight 
ally three, since two of the games are the same computer megabits in size, IGS’ _| 
game, by the same company, but for different systems— Super NES version of 
The Rocketeer is 
currently scheduled 
for release in January 





SUPER NES VERSION 


Currently under aus over at IGS, this version is per- 
haps the furthest from completion—it's only about 40% done. Pro- 
gramming for the Super NES version of The Rocketeer started last 
September, when the motion picture began production. You're 
probably wondering how they could have started programming the 
Super NES version back then, when the console won't even be re- 
leased in the U.S. until September of ‘91. Remember that the Super 
NES is essentially the same machine as the Super Famicom, and 
that system has been available to the Japanese public since 
November of 1990. 

By the time the game is completed, approximately three man 
years of design and pgm will have gone into the project, 
with a minimum code size of about 
eight megabits. Graphics include a vari- 
ety of eye-pleasing digitized pho 

characters and backgrounds. 
| The game itself is broken up into 
| several different scenes with multiple 
levels. In the first scenario, the gamer, 
as Cliff Secord, pilots a pre-WW I! plane 
in a national air race. Gamers must race 
| against other ue in order to 
| receive the best lap time to advance to 
mp the next stage. The second stage of 

this scene feanies Secord using the jet pack instead of 
the airplane and racing against the other contestants at 
the air race. 

The second phase is an Operation Wolftype set- 
ting located at the hangar on the airfield. Using jet 
packs, gamers must shoot at Neville Sinclair's gang of 
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In this epic, KOEI carries you back to the NES screen shot shown 
turbulent time of the late 18th Century. . 
Live the life of Napoleon as he rises to 
power, starting out as a mere commander 
and eventually gaining respect as an 
Emperor. Organize your troops and lead 
them into battles against the super Use artillery and cavalry 
powers of the era. Napoleon was a hero of 25 2 cmush your foes 
great ambition and distinction, can you PC screen shot shown 
live up to his reputation? 


New for PC Version : Ad-Lib Sound Board Support, 
Mouse Support 


NES Version: 3 megabit cartridge, MMC-5 microchip 
128K RAM, Battery back-up 








(Release Dates: 9/91 PC/Comp., 11/91 NES) 


of The Three Ringdoms 


China is in a state of chaos! In a race NES SCIPSMSHOUS Tu 
against time, struggle to unify the country 
before it's overtaken by greedy warmon- 
gers! Develop alliances with other rulers 
and together attack stronger foes! Guide 
your people to enrich the land and expand [R= 
your territory by driving out the evil forces. New pull-down menus 
Make your mark on the pages of history by 

unifying China before it's too late! 


New for PC Version: Ad-Lib Sound Board Support 


NES Version: 4 megabit cartridge, MMC-5 microchip 
256K RAM, Battery back-up 





PC screen shot shown 


Pua iS Neer ee (Release Dates: 9/91 PC/Comp., 11/91 Amiga, 8/91 NES) 





More Strategic Classics from KOEI 








Licensed by Nintendo® 




















KOE! 


KOEI CORPORATION One Bay Plaza, Suite 540 1350 Bayshore Highway, Burlingame, CA 94010 (415) 348-0500 


Romance of the Three Kingdoms II is a registered trademark. L'Empereur is a trademark of KOEI Corporation. Nintendo®, Nintendo 
Entertainment System® and the official seals are trademarks of Nintendo of America Inc. 


CIRCLE #122 ON READER SERVICE CARD. 
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you've hit all the targets to spell out “LA- 
GOON,” when you send the ball through 


the blue waters you can score three-million 


Gilligan's island 


BY BaLty/ MIDWAY 


It seems the world’s favorite set of cast- 





nt points, get multiball, an extra ball and on 
CO irene 


44 


aways are once again in trouble. This more generous days all players can get a 
time from the island god Kona, who million-point bonus tacked on to their 
seems to be very upset and is sending score. Also, there's the jungle run skill shot. 


lava racing through the island. Luckily, the 































By sending the ball up the ramp, it'll enter 
professor has come up with a secret lava a rotating playfield that will eventually 
seltzer that’s guaranteed to soothe Kona’s send the ball back down in one of four dif- 
upset stomach. And that’s where you ferent directions while points are progres- 
come in. sively added to the bonus for when you 
You must help Gilligan gather the seven make the big shot. Gilligan’s Island also 
ingredients needed and pour the lava features a dot matrix display that not only 
seltzer fast enough so that it doesn’t evapo- shows your score but gives you a visual 
rate. If you succeed, you'll get a cool 50- playback of all your shots and the basic 
million point bonus. But first you have to story as you accomplish each segment. 

One thing that adds fo the fun of play- 


ing Gilligan’s Island is that mental images 


help collect the ingredients. There are 
pineapple (left) and coconut (right) bank 
targets to hit, and sending the ball through 
the loops on the left and right three times 


are created as you play. With a litle imagi- 
nation you can actually see Gilligan run- 
ning wildly through the jungle like he did 
hundreds of times in the television 


will take care of the required sea turtle 
eggs and rope. A target in the lower 
left will give you another of the ingre- show. But not only can you see all the 
dients, a shrunken head. To get the | antics, you can also hear them. Dia- 
bananas you'll have to hit the target logue that sounds as if it might be 
that guards the entrance to the ramp. lines from the show include Thurston 
Take a stroll down by the lagoon to Howell Ill talking Gilligan into being 
collect some sea shells. his caddy and later proclaiming, 
That's the easy part. Now you'll "You've taken my caddy from me!” 
have to send the ball into the lava- p when you miscue, or the Skipper 
yelling at his “little buddy” after 


mishaps. 


seltzer-brewing laboratory to mix ev- 
erything just right. Once the concoc- 
tion is thoroughly stirred, you'll have 
to run through the jungle (by knocking 
the ball up a ramp) to pour it into 


In the last six months or so, some 
very high-quality pinballs have been 
manufactured. | think most will agree 


: : Based on the popular television show, Gilligan’s Island pits i cca 
Kona. But appeasing Kona isn’t the 4... pinbell enihusiastin a race ta help Gilligan collect tre that you could add Gilligan’s Island 
only way to score big points. Once seven ingredients needed to save the island from destruction. _ to that ever-growing list. 
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Hood in the adventure of your life in a game that brings all the action 
of the blockbuster movie to your very own NES! Show your courage 


and cunning as you rescue the lovely Maid Marian and free England 
from tyranny! 


CIRCLE #123 ON READER SERVICE CARD. 








Road Riot 4wd 


BY ATARI 





Road Riot 4wd, Atari’s latest racing 


game, pits you against either another player 
or the computer in an off-road driving com- 
petition. The object of the game is fairly sim- 
ple: Be the first one to cross the finish line in 


each race. Okay, that sounds simple enough /™ 


so far. Now add stun guns to slow down the 
other competitors (or have them slow you 
down), a touch of adverse terrain and mean 
competitors, and suddenly things start to get 
a little complicated. 


CHEDITS 17% 





There are 11 selectable tracks that not 
only have different terrain and obstacles, but 
also sport a personal host. Tracks and their 
hosts include Sheik Ah Legg in the sand 
dunes of Saudi Arabia, Idi A Mean Dada in 
Africa and Elvis Vegas in the glitz and glam- 
our of Las Vegas. Drive through the corn 
fields as you go against Lucas Sinus in lowa. 
Avoid the elephants and rhinos in Africa. Or 
dodge taxis as you try to beat Nasty Nelson 
in Akron, Ohio. But then again, do you want 
to avoid the taxis? The crash scenes and the 
explosions that go with them are great, Be- 
sides, you get an added bonus called “haz- 
ard pay” at the end of the entire tournament. 

Which brings us to the stun guns. While 
you're going for the taxis, tow trucks and 
buses, your competition will be passing you 
by. To slow them down, you have a stun gun 
that can be fired by pressing the triggers in 
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ood f =: \ _ 
Atari’s Road Riot 4wd is an off-road driving 
competition in which the player can choose 


from a variety of 11 tracks, each with different 
terrain, obstacles and hosts. 


the steering wheel, which is similar to Road 
Blasters or Hydra. Likewise, they'll try to slow 
you down the same way—you can feel it in 
the seat through the special “rump thump” 
that taps the bottom of your seat every time 
you are shot. The steering wheel also has a 
shaker built into it, so that when you get off 
the main road, the wheel will vibrate. 

At the end of each course you'll be 
awarded a trophy for first through third place 
and a big sucker for last. If you come in first, 
you'll be treated to a shot at the winner's circle 
with the other cars and the crowd behind you. 
Also, two babes (each course has different 
ones) will be hanging all over you. Of course, 
the girls only have bikinis on, except in 


the colder climates, where they'll have | sce 


parkas on as well. Winning allows you fo | 
go to the next race automatically, but if 
you don’t finish in first, then you better | 
have another quarter ready, because it's 
going to cost you! 

After finishing the entire tournament, 
race winnings (monies won for the [ 
place you finished in), hazard pay and [aa 
a series completion will be added to 
your regular score. The total will then 
be your final score for the tournament. 

Graphically Road Riot is a cross be- 
tween Road Blasters and Pit Fighter. The 
game contains digitized graphics of 
real-life images of crowd scenes, ambu- 
lances and animals. The game also has 
a great digitized voice that will warn 
you of impending dangers, praise you 
for getting out of a tough jam and do its 
best George of the Jungle imperson- 





TOUR HOST, THIS RACE. 


BACKWOODS 
BEN 





ation as he tells you to “Watch out for that 
tree!” However, that comes only after you 
have plowed into it. When you ram into a 
rock, you'll hear a happy, “Red car finds a 
rock” come out of the speakers. There are 
some excellent sound effects as well. When 
you run into a sign post or trash can, it 
sounds as if you really did. There are also 
some “fun” things you can do during the 
race, especially when you're out of it. 
Gamers can run into the cows to make them 
moo, or maybe watch the crowd go flying as 
you try to run them down. 

Although the control of the car is a litle 
looser than what I’d normally like, it seems 
that it’s easier to get out of spins, or other bad 
situations, than some of the other games with 
similar controls. When you do crash, your 
car doesn’t take what seems like an eternity 
to get back onto the road. And throughout 
most of the game the animation is great, with 
the exception of the digitized actors, who 
look like someone is pressing the 
forward/rewind button over and over again. 
With each game release, | find that some- 
thing is improving. Overall, | found Road Riot 
to be a fun game fo play, especially when | 
went up against a friend. 


Graphically, Road 
Riot 4wd is a cross 
between Road 
Blasters and Pit 
Fighter. The game 
contains digitized 
graphics of real-life 
images of crowd 
scenes, ambulances 
and animals. 
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¥ an you hack it? As the 
X imprisoned young 
adventurer who has just 
managed to escape your 
cell in the palace 
dungeons, you have only 
60 minutes to make your 
way to the top of the 
palace and rescue the 
beautiful princess from a 
forced marriage with 
Jaffar the evil tyrant who / 








has stolen her father's | 
throne. 

NCE OF SIA“will \ We i 
planes you into an exotic oo / . ee 7 TWelve levers i ee 
world of challenging ie ponents of ing Sth many ’ differen 
puzzles and non-stop action, v te 8 difficulty, 


‘Wa 





featuring the most fluid and 





realistic animation you ‘ve ’ SlOrVing 
ever seen on your  ’OMance 
¢ we 


Game Boy®! 


You may be swift and 
cunning enough to 
slash your way past 
palace guards and 
dodge trap doors... 
but how will you 
withstand the 
wicked sorcery 





of Jaffar? Sui 
> “An unmitigated 
NIBBLE ‘ 


> “A tremendous achidvomenid 


COMPUTER GAMING WORLD: Gnpttid:: Stunn, 

v ; e fnimation "and quick 
> “Prince of Persia’ is the i : mve Controls, 
Star Wars of its field? 
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Prince of Persia is a 

trademark of Broderbund 

Software, Inc. © 1989, 1991 

Broderbund Software, Inc., 

Jordan Mechner. 

All rights reserved. 

Licensed by Virgin Games, Inc. Virgin is a registered 


LICENSED BY trademark of Virgin Enterprises, Ltd. 
NINTENDO, GAMEBOY AND THE OFFICIAL SEALS ARE 
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© 1989 NINTENDO OF AMERICA INC. 
Virgin Games, Inc. 18061 Fitch Ave. ,Irvine, CA 92714 TEL: 1(800) VRG-IN07 
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THE 


lectronic gaming 
stands at a cross- 
roads. Computer en- 


tertainment and coin-ops are 
both seeking new directions 
where they can resurge. Mean- 
while, the video-game market is 


lic’s fancy. 


This uncertainty and appre GAMERS GET READY TO BUY 


hension makes the 1991 


VGACE Survey of Electron c ill 


BY ARNIE KATZ AND THE 
VG&CE Eitorial STAFF 


Gaming unusually interesting. 
More gamers than ever before filled out and re- 
turned ballots, making this gaming's largest-ever 
sampling of opinion. 

The gaming nation has spoken. What they had to say 
about their favorite hobby will provide the ocean and the 
loyal fans plenty fo think about in the next few months. 


WHAT THEY PLAY 
Seen 


The Nintendo Entertainment System (NES) is still the most 
popular game console. More than 64% own an NES, and 
roughly a third of the total sample connect a Sega Master 
System (SMS) to their gaming screen. Approximately 13.6% 
have an Atari 7800, so it is safe to say that quite a few 
players possess more than one eight-bit machine at the pre- 
sent time. 

Megagamers (see sidebar) have an even higher level of 
8-bit ownership. Slightly more than two-thirds have an NES, 
32.1% own an SMS and 15.4% have a 7800 in their gam- 
ing arsenal. Video-game specialists are a little less likely to 
own a 7800 (13.2%), but are more apt to possess an NES 
(67.2%) or an SMS (32.7%) than the other two types of 
players. 

It looks like just about every gamer owns an 8-bit con- 
sole, but that doesn’t mean they're going to stick with them 
now that there’s a new generation of 16-bit wonder ma- 
chines. 

The Sega Genesis is already a solid hit with VG&CE 
readers. Almost half, 49.7%, have one. Video-gaming spe- 
cialists have really gone for the Genesis in a big way; over 
56% are playing on them. 

The megagamers are only slightly less sold on the ma- 
chine; 47.7% have already made the purchase. This is a 
slight reversal from last year’s survey, when Genesis own- 
ership among megagamers was higher than the average 


66 


1991 


GAMERS’ POLL! 


in upheaval as new technology 
does its best to capture the pub- ie ie A lis we Fe ie ee ae 


for all respondents. The differ- 
ence is within the margin of 
error for the survey, so it prob- 
ably doesn’t represent a mean- 
ingtul trend. 

The TurboGrafx-16 can be 
found in 29.6% of gaming 
homes, a big rise over the 19% 
of 1990. The TG-16 rates high- 
est among megagamers 
(32.1%), but video gamers 
aren't far behind at 31%. 

The Neo®Geo was just 
rolling into retail stores at the 
time of the survey, so the 3.9% penetration is no 
cause for alarm at SNK. Many have jeered at the 
idea that people will pay $999 for a console and 
over $200 for each cartridge, but it’s clear that some elec- 
tronic gamers will go the limit for a system that delivers un- 
stinting arcade quality. How many, on the other hand, is 
something we'll know better after the 1992 survey next 
spring. Similarly, the Super NES was not yet available in 
this country, so there was no ownership to measure. 

Last year, Nintendo’s Game Boy held a better than two- 
to-one lead over the Lynx in the portable contest. As of June 
1991, the monochrome portable had widened its lead over 
its color rival, 33.4% to 13.8%. 

The impact of Atari’s price reduction for the Lynx and its 
effort to produce a lot of new cartridges for the unit should 
help close the gap in the coming year. There’s now a fourth 
portable, the Sega Game Gear, but it was not released in 
time to be considered in the 1991 poll. 


WHAT GAMERS WILL 


PURCHASE 
See88 


With the all-important fourth quarter under way, every 
company in the industry is anxiously monitoring sales fig- 
ures to see which systems will capture gamers’ hearts and 
which will become expensive landfill. There’s plenty of time 
for consumers to change their minds, but the buying inten- 
tions they expressed to VG&CE through their survey ballots 
give an early indication of the year’s winners and losers. 

The impending introduction in the U.S. of the Nintendo 
Super NES is certainly the biggest event of the 1992 elec- 
tronic-gaming year. The 16-bit console, which comes pack- 
aged with Super Mario World, is already a smash in 
Japan, but can it find the same success on this side of the 
Pacific? 
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READERS PICK THEIR FAVORITE! PICK THEIR FAVORITE 


IDEO 


Phantasy Star II, Sega's exciting adventure game, has 
clearly stood the “test of time.” Second in the rankings 
last year, it took the honors this time despite a stiff chal- 
lenge from Nintendo’s blockbuster Super Mario Brothers 
3. By contrast, the passage of time has not been kind to 


of aad 


Revenge ° 


GAME 


Golden Axe, which failed to crack the lists after topping 
them in 1990. 

Here are the “Top 10” for both groups, plus the all- 
important combined rankings (listed in order of total 
points): 


VG&CE READERS 
PICK THE VIDEO-GAME 
TOP TEN 


Phantasy Star Il 

Super Mario Bros. 3 

Final Fantasy 
Strider 

Sword of Vermilion 

MegaMan 3 
Bonk’s Adventure 
Mickey Mouse in the Castle of Illusion 
John Madden Football 

Ninja Spirit 
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The answer, according to the 1991 survey, is “Yes!” Over 
48% of the sample plan to buy a Super NES before the end 
of this year. That should translate into a complete sellout for 
the 2 million consoles Nintendo expects to ship before Jan- 
uary 1, 1992. The connoisseurs of the hobby, the megagamers, 
are even more likely (52.1%) to buy, so the immediate future 
of Nintendo’s latest brainchild looks bright. 

The Genesis and TurboGrafx-16 will pick up new own- 
ers, too, but the Super NES is almost certain to limit their 
gains. Sega’s top-of-the-line fun machine is on the shopping 
list of 10.7%, while 2.9% expect to acquire a TG-16. 

Despite the recession, 12.4% plan to shell out the big 
dough for the NeoeGeo. How well that astounding figure will 
hold up through another six months of economic slow growth 
could produce one of 1991's most intriguing stories. If it does, 
one out of every six gamers will own a Neo®Geo by year’s end, 


Assuming that survey participants carry through, the Lynx 
will finally gain some ground on the Game Boy. Nearly 
three times as many gamers expect to buy a Lynx (15.4%), 
while only 5.4% see a new Game Boy in their future. That 
still leaves the Game Boy with a healthy lead, but far from 
its current two-to-one superiority. 


COMING ATTRACTIONS 
Eee88 


The 1991 Survey of Electronic Gaming produced a 
wealth of information, far too much to present in a single 
installment. Part Il, in the next issue of VIDEOGAMES & 
COMPUTER ENTERTAINMENT, will focus on the most popu- 
lar themes for computer and video games as well as the 
attitudes, desires and preferences of home-computer 


which would make it a major force in the cartridge universe. 





is year, as in the past, 
the VIDEOGAMES & COMPUTER 
ENTERTAINMENT Survey of 


Electronic Gaming asked a num- 
ber of questions aimed at finding 
out who's playing computer and 
video games. The second annual 
study confirms the conclusions of 
the first: our magazine is a rally- 
ing point for the most enthusias- 
tic and knowledgeable electronic 
gamers in the U.S.A. 

VG&CE readers own lots of 
equipment, and they’re not shy 
about buying more. Video 
gamers still constitute the largest 
segment, but the so-called 
megagamers (people who enjoy 
all forms of electronic gaming) 
account for nearly 39% of the 
sampling. 

According to VG&CE’s 1991 
Survey of Electronic Gaming, the 
typical gamer is most likely to be 
male and a junior or senior high 
school student. Over 42% fall 
into the 12-16 age bracket. Still, 
gaming isn’t only for young 
teenagers. About a fourth are 
college age (17-25), and an 
equal number are over 26 years 
of age. 

Average spending is up 
slightly over last year, but the 
difference works out to pocket 
change—30¢ per week. More 
gamers are spending close fo the 
$7.35-per-week mean on elec- 
tronic gaming. Fewer gamers 
earmark over $10 a week more 
for their hobby than formerly, 
but again, 37% fit this descrip- 
tion, which is only 1% less than 
in last year’s poll. 
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A few newspaper stories 
have intimated that Americans 
have lost their fascination with 
electronic gaming. The survey 
statistics refute this. Nearly 73% 
play six or more hours a week, a 
6% jump over last year. A few 
may have cut back a little on 
their gaming time, but the ranks 
of heavy players (120 or more 
hours a week) increased from 
1990's 30% to 44% this year! 


Gaming to the 
Power of Three 

The 1990 survey asked ques- 
tions that enabled us to separate 
the VG&CE audience into three 
distinct gamer subtypes: video 
gamers, computer gamers and 
megagamers. The first group 
plays primarily cartridge games, 
the second is involved mostly 
with software, while the third 
subtype is equally fluent with all 
types of interactive electronic-en- 
tertainment. 

Not surprisingly, these dis- 
tinctions held true in the latest 
study too. Let’s look at some of 
the similarities and differences. 

The largest group of gamers, 
51%, consists of video gamers. 
Cartridge companies have made 
a lot of noise about broadening 
the demographics for cartridge 
contests, and the study indicates 
that they are starting to have 
some success. Last year, 52% 
were in the 12-16 age category, 
and another 6% were under 12 
years of age. This time, only 48% 
were high school age or 
younger. More than 31% are 


gamers. & 
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over 26, versus 25% last time, 
and there’s also been a big in- 
crease in the 17-25 age group. 
Nearly half (47.1%) play more 
than 10 hours a week. Only 
about 2% are occasional video 
gamers, logging two hours or 
less per week. 

We asked video gamers to 
rate their level of interest in vari- 
ous types of electronic games on 
a scale of 1-10. As expected, 
these players are phenomenally 
interested in video carts (9.8), 
moderately enthusiastic about 
coin-ops (7.0) and significantly 
less excited about entertainment 
software (5.9). 

Those who like computer 
games and nothing but are just a 
sliver of the audience (5.4%). No 
segment has a higher percentage 
of women (27%) or the over-40 
group (36.4%). Someone in this 
category generally is over 26 
years old and earns $40,000- 
$60,000 annually. Computer 
gaming specialists may not be 
numerous, but they sure are 
committed to the hobby! Over 
53% spend at least 500 hours a 
year with entertainment disks, 
several hours a week more than 
the video gamers. The most likely 
reason is that today’s most pop- 
ular compufer-game genres, ad- 
ventures, RPGs and simulations, 
take longer fo play. 

Everyone has heard about 
the sales slump that has afflicted 
computer software for the last 
year. The reason may be that 
computer gamers are a bit jaded 
with the 1991 crop of new re- 






leases. They’re a lot less inter- 
ested in computer games this 
year (8.2 out of 10) than in 1990 
(9.3) and display generally less 
interest in the hobby now than 
12 months ago. Computerists 
rate video games at just 4.6 out 
of 10, and coin-ops drew an 
anemic 3.5, both substantially 
below last year’s interest levels. 

Where did those enthusiastic 
computer gamers go? Most of 
them have joined the ranks of 
the megagamers, now 44.6% of 
the total. 

The megagamers are the 
wave of the future. They’re much 
younger than either of the spe- 
cialist groups, with only 13% 
having celebrated their 26th 
birthday. The reasonable inter- 
pretation is that older gamers are 
a bit more set in their ways and 
that the most enthusiastic 
younger ones have learned that 
the medium is a lot less important 
than the message. They don’t 
care what kind of equipment pre- 
sents the games, as long as it’s a 
high quality play-experience. 

Megagamers are the hobby’s 
hard-core. They rate video 
games almost as high as those 
who play nothing else (9.3 out of 
10), yet they also love computer 
games more (8.6) than those 
who play only on computers. To 
top it off, they give coin-ops a 
higher rating (7.1) than any 
other segment of the gaming 
community. In other words, the 
megagamers flat out love elec- 
tronic games of every type and 
description. 
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By I. C. GOOLS, Times Staff Writer 


HEW YORK--What appeared to be a harmless 
meteorite crashing in the Nevada desert has 
turned out to be Darc Seed, an evil alien creature 
with horrible powers. By shooting strange 
rays, Darc Seed has turned the helpless 
Nation into zombie slaves. 

Mayor Heminhaw immediately called an 
emergency press conference where he read the 
following prepared statement. "I um, er.ah, | am 
doing everything, ah, er, humanly possible to see 
to it that ah, this situation er, um, this terrible 
situation ah, comes to a ah, ahem, a swift and , 
ef, um, um, a swift and um, satisfactory close. 





Ground Shaking HES Action 

Zombie Nation is a ground shaking 
action/shooting game for the NES. The object of 
the game is to wreak total destruction on 
everything you see (it’s a dark and dirty job, but 
somebody's got to do it). Meanwhile, you need to 
Tescue as many zombie hostages as you can in 
order to gain enough strength for the ultimate 
showdown with Dare Seed (he's toast!). 
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Devastating Graphics and Pounding Sound 

Zombie Nation's graphics are so devastatingly 
realistic you'll almost be tempted not to demolish 
them (yeah right!). And the relentlessly pounding 
sound effects will make you feel like you're right 
in the middle of the action hammering away at 
skyscrapers, mountains, and everything else that 
crosses your path. So don't just stand there like a 
ss Zombie, get your copy now! 

“Official 
( Gintendo) Distributed by Meldac of America, Inc. 1801Century Park East 


scent of Cua ee at Suite 2210, Los Angeles, CA. 90067 (213) 286-7040 





Zombie Nation is a trademark of Meldac of America, Inc. 

© 1990 Meldac/lLive Planning 

Nintendo Entertainment System and the official seals are trademarks of 
Nintendo of America Inc. ©1990 Nintendo of America, Inc 
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resident Bush called on Americans to make this 4th of 

July special in honor of the returning Desert Storm 

troops. Red, white and blue banners waved in the wind 

as Americans enjoyed a healthy serving of patriotic 
pride. The strategists will be talking about the war in the 
Gulf for years, how it was and how it might have been, as 
they study “what if” scenarios. 

The Pentagon, Annapolis and West Point aren’t the only 
settings for these strategic simulations. War games set on the 
sand are the hottest military contests of the year, both as 
computerized board games and electronic-action entertain- 
ments. The programs elaborate on current events to let com- 
puter gamers relive history in great detail or conduct their 
own campaigns. The next 12 months will see completion of 
simulations exactly keyed to the Desert Storm war, but 
meanwhile there is plenty of fun to be had from combat 
games with missions in the Middle East. 


A Commanding 
Point of View 

A good introduction to the world’s most troubled area can 
be gained through a pair of games that take a wider view of 
the Middle East. One that’s 
not yet available takes a 
close look at the Arab/Is- 
raeli conflicts. In the other, 
the Soviet Union squares 
off against Iran, as the US 
joins its allies in defense. 

Scheduled for release 
this summer, Conflict in the 
Middle East: Arab/Israeli 
Wars (Strategic Simula- 
tions, Inc.) is an opera- 
tional war game that simu- 
lates combat in 1973 or the 
present. The player, as the 
overall military commander 
of either Israel or the Arab 
Coalition, must (respec- 
tively) take control of Tel 
Aviv or Damascus and 
Cairo in order to 
win. The detailed brigade/divisional level game 
puts the armchair general in command of each 
squad, vehicle and gun tube, through two scenarios 
and six difficult levels. 

Gulf Strike (Avalon Hill) is slightly older, with a 
different political view of the Middle East theater. It 
simulates a Soviet invasion of Iran, equipped with 
tanks, mechanized units, infantries and naval and 
air support, facing off against the Allied (American, 
French and British) expeditionary forces. This is a 
computerization of a famous board game; it gives 
the player a lot of leeway in conducting campaigns 
against several individual nations in the area. 


a 


{al microcomputer games 
A DIVISION OF THE AVALON HILL GAME COMPANY 





Gulf Strike, by Avalon Hill, offers a 
different political view of the 
Middle East theater with a 
simulated Soviet invasion of Iran. 


Action on the Ground 
Modern ground warfare in the Middle East 
means tanks, lots of them. It would take an entire 
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Ocean's Battle Command (top) is scheduled for U.S. 


: : : release later this year. Accolade’s Steel Thunder (bottom) 
article to itemize the history of on-screen tank war- offers over 20 different missions to choose from. 


fare; this has been a popular form of gaming since the inven- 
tion of the video game. Many of the simulations completed 
in the past few years have desert scenarios. 

One of the best of the desert tank games isn’t set in the 
Persian Gulf. Rommel: Battles for North Africa (Strategic 
Studies Group) is an excellent primer in the tactics and his- 
tory of desert fighting. No gamer who wants to understand 
tank warfare should pass this by. The brilliance of the com- 
manders shines forth in this simulation of the era that 
matched the Desert Fox against General Patton and General 
Montgomery. 

Three-Sixty Software also replicated this sandy history of 
WWII in their Sands of Fire. The player fights as either a 
British or American commander in any of 48 actual battles in 
the North African desert. This one is a real study of histori- 
cal accuracy with a lot of action, duplicating confrontations 
between the British, American and German forces. 

There are several modern tank games that provide high ac- 
tion without being specific to any particular theater of opera- 
tions. Battletank (Absolute Entertainment) for play on Nin- 
tendo, was written by veteran game-creator Garry Kitchen. It 
presents a first-person view through the eyes of a tank com- 
mander on ten missions into enemy territory. Though not 
specifically located in the Middle East theater, the heavily 
armed tank delivers a lot of action in this combat game. 

Ocean’s Battle Command, for play on Amiga, Atari ST and 
IBM PC machines, is scheduled for its American debut later 
this year. Advance information on the game is sketchy, but it 
uses polygon-fill graphics to create landscapes and features 
multiple views from inside or outside the tank. An on-screen 
aiming cursor should keep things lively. 

Tom Loughry’s Steel Thunder (Accolade) is a highly realis- 
tic simulation with several possible missions and a choice of 
tanks: the M1Al Abrams, M60A3, M48A5 Patton and the 
hybrid M3 Bradley Fighting Ve- 
hicle. The tanker’s main assign- 
ment is German border defense, 
but Steel Thunder offers over 20 
different missions, some of 
which are in Syria. 

Steel Thunder breaks control 
into three stations that may be 
assumed by the 
gamer at any 
time: driver, 
gunner and 
oy) COMmander. 
o/§] Gauges, lights, 
tla] switches, tog- 
2 gles and other 
0 
o 
0 
° 


"TUE SECRET. Ol 
poest I? o 


controls and 
status indicators 
take up two- 
thirds of each 
screen, and the 
final third is al- 
lotted to a trio 
of periscope win- 
dows through 
which the bat- 
tlefield is viewed. 
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Hand-to-Hand 


Once air assault softens the way, the naval 
bombardment pounds the opposition and the 
tanks start to roll, successful warfare depends 
on the American hero—the foot soldier. Ac- . 
tion-combat games are always popular with “4 
video gamers, and several of the newest & 
shoot-’em-ups feature desert warfare scenarios. 

G.I. Joe (Taxan, for play on Nintendo) fea- 
tures several quests for the American hero, 
some of which are in the Middle East. The 
game features six levels of action, with 
multiple endings. It’s a search-and-de- 
stroy shoot-a-thon for combatants. It’s 
not terribly realistic, but the great graphics of G.I. Joe 
are interesting. 

Interstel’s man-to-man combat simulation, 
D.R.A.G.O.N. Force, puts the player in command of an 
anti-terrorist strike force. This strategy game provides a 
pool of 14 soldiers with individual specialties and at- 
tributes. The player picks seven for each mission, arms 
them for action, then uses command menus to order each 
unit. There are 12 missions, accessed through tactical 
overhead maps and strategic views of battlefields, ranging 
from hostage rescues to search-and-destroy missions. The 
on-screen combatants receive promotions as well as attribute 
increases after each successful mission. 


Just Above the Sand 


Helicopters take the pilot closer to the battle than ever be- 
fore. There are fewer whirlybird than airplane simulations on 
the market, but, fortunately, the new entries in this category 
are very fine. Some of the finest fly missions into the desert. 

Gunship 2000 (MicroProse) is a multi-copter simulator. 
Gamers can 
choose from 
seven types 
of copters 
and take up 
to five on 
each mis- 
sion. Gamers 
can opt for 
training, fly 
single and 
multiple 
chopper missions 
or play the cam- 
paign game. The 
action occurs in 
central Europe 
and the Persian 
Gulf. There’s 
even a mission 
Top: EA’s LHX 
Attack Chopper 
simulates four 
combat choppers. 
Bottom: In Gunship 
2000 gamers can 


create their own 
missions. 








72 

















generator on board, so gamers can create 
their own missions and then save 
them to disk. Multiple views, in- 
cluding one that lets the player 
ride the missile, and a new to- 
pographical graphics system 
make it even more realistic than 
the first Gunship. 
Electronic Arts’ LHX Attack 
Chopper, simulates four com- 
bat choppers (the LHX, 

OSprey, Apache and Black 

Hawk) in missions ranging 
from Alpha Strike, Interceptions and 

POW rescues. Thirteen exterior views, 
including from the nose of the missile, and 

five opposition-skill levels provide lively ac- 
tion in three hot spots—Vietnam, East Ger- 
many and Libya. 

Armor Alley (Three-Sixty Software) isn’t 
set anywhere in particular, but it’s a hot ac- 
tion game involving troop movement 
through enemy firepower. The gamer mans 

a helicopter, flying above a column of trucks and transports; 
the mission is to get the supplies through and destroy the 
foe’s headquarters. Up to four players can compete, and it’s 
also modem-compatible for two players. Small graphics are 
set against an inky black, barren landscape—it’s easy to 
imagine this is desert conflict. 


Taxan’s 
G.I. Joe for the NES 
is based on the 
popular character 
by Hasbro. 


Even on the Sea 

It may seem strange to think of naval support in a desert 
war, but in fact, military welfare in the Persian Gulf situation 
is closely linked to the fleet. 

The remarkable naval simulation Harpoon (Three-Sixty 
Software) contains military information on every sub, ship 
and combat aircraft in use. The latest auxiliary disk, Harpoon 
Battleset 3, The Med Conflict, focuses on Mediterranean and 
Near Eastern countries: Arabia, Israel, Turkey, Greece, Libya, 
Syria, Iraq, Italy and Egypt. The add-on disk provides what-if 
confrontations that let the gamer compare the strengths and 
weaknesses of 
each country. 

Cosmi’s 
Navcom 6 fo- 
cuses Amer- 
ica’s Sixth 
Fleet in the 
Persian Gulf. 
The compu- 
captain uses 
an impressive 
set of ani- 
mated maps, 
radar scopes 
and video 
transmis- 
sions, along with damage controls and communications. 
This slightly older title may be hard to find. It was first mar- 
keted to simulate encounters with Iran’s troops. 

Strike Fleet (Electronic Arts) has 12 missions, some of 





Three-Sixty's latest Harpoon auxiliary disk focuses 
on conflicts in the Mediterranean Sea. 
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The Total Source for TurhoGrafx-1 6 








TurboGrafx-16 Entertainment System .... 
TurboGrafx-CD Player .........0e0 
TurboBooster Accessory ...... 
... lurboBooster PLUS Accessory . 
... lurboTap 5-Player fdepley . 
TurboStick Controller .. 
TurboPad Controller 
TurboCable 6ft. Controller Extension 
TurboExpress Handheld ............0006 
TurboVision TV Tuner... 
Freedom-16 Joystick .. 
Ultimate Super Stick ..... 
The Eliminator (Cleaning Kit) ........ 
Game Card Caddy (Software holder)... 
Hard Carry Case (TurboGrafx-16 Carrier) .. 
Stack Rack (Software holder) .............. 
Pack Mate (TurboExpress Carrier) ...... 
Hard Carry Case (TurboExpress Carrier) ... 

... System Keeper (Soft TurboGrafx-16 Carrier) 
... Tam Sport Carrier (TurboExpress Carrier) . 
... Game Keeper 36 (Software holder) 









j $49.99 
Bravoman $59.99 
Tiger Road $59.99 
Drop Off $48.99 
PacLand $19.99 










""Cratermaze ... .. $29.99 
GMAW WANIION: scat mcasiycrcencencechGasevascnssdeaceastemecpeenstveeae $29.99 
Military MAdNeSS ..........cceceeeeeeeteeeeeeeneees .. $59.99 

... Bomberman ..... ! . 





... King of Casino .. 
... Boxyboy .... 
eran nervenes 
Tricky Kick 
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DG SOR iscsstrescres Devil’s Crush 
ACS6 oo. eeeeeeeeee Alien Crush 
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Order # ......s0000 FRVOGUGU esate Gusset cna sagusaenseeeusecaavensbeee eneneeetoeaes Price 
SHOOTING 

CC-27 ... ... Cybercore .... i 
P-28. Psychosis ; 
SS-29 Super Star Soldier...... i 
VT-30 Veigues Tactical Gladiator .. $59.99 
BL-31 Blazing Lazers ........... .. $39.99 
0-32 Ordyne ......... .. $39.99 
DB-33 Deep Blue ... $29.99 
FZ-34 Fantasy Zone i 
S-102. ... Sinistron 

ADVENTURE 

LA2-9 .... ... Legendary Axe II 

BA-10 Bonk’s Adventure ... 

LA-11 The Legendary Axe 

DC-12... ... Dragon’s Curse 





ARCADE 




















AB-14 ... $59.99 
BW-15 .. Bloody Wolf $49.99 
SH-16 ... Splatterhouse $59.99 
DS-17 ... Dragon Spirit $39.99 
V-18... Vigilante ....... $29.99 
FL-19 Final Lap Twin... $19.99 
SH-20 ... Space Harrier ... 


Galaga ’90.... 
... Side Arms .... 


... Moto Roader 
... Victory Run 


ROLE-PLAYING 

... Double Dungeons 
Neutopia ............. 
... Dungeon Explorer 
















... Battle Royale 
Power Golf .. 
TV Sports Football . 
Super Volleyball ..... 
Takin’ It To The Hoop. 
World Class Baseball . - 
World Court Tennis ....... .. $19.99 
Jack NicklausTurboGolf Rs 










Sonic Spike ...........0e $29.99 
TM: SPOnS BaSkKetDall 5 i.vasssvvsscssterecasierse $51.99 
. Last Alert-CD 





... Magical Dinosaur Tour-CD . a 
we Vallis H-CD oo. e eee .. $59.99 
... Fighting Street-CD . j 

... Monster Lair-CD .. 
... Final Zone II-CD .. 
... Y’s Book | & II-CD ...... 
... Jack Nicklaus TurboGolf-CbD ......... 
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which take place in the Persian Gulf. The 
player takes the role of admiral and com- 
mands any ship in the fleet, using joystick 
control to launch missiles. The opposition 
ranges from patrols and submarines to bat- 
tleships. 


But Mostly in the Air 

By far, there are more Middle East scenar- 
ios found in flight games than in any other 
types of battle. Virtually every modern-air- 
craft simulator contains missions into that 
war-torn section of the world. This is true of 
the most technical, virtual realism simulations and also of 
the seat-of-your pants-flying fighter games. 

A-10 Tank Killer Enhanced (Dynamix/Sierra) is an up- 
grade of their award-winner, and it’s even more realistic than 
the first program. The old flight model has been replaced by 
the one Dynamix used in The Red Baron, with much im- 
proved physics for more realistic plane handling. The graph- 
ics were completely redrawn, and now weapon loads can be 
customized. Dynamix also imported the multiple-view cam- 
era technique from Red Baron and enhanced the sound ef- 
fects and music. 

An A-10 instrument panel dominates the cockpit, which 
features a realistic first-person view out the window. During 
missions, radio provides additional information, calls for as- 
sistance, messages from ground troops and a lot of chatter 
from the wingmen. The new program has 21 combat mis- 
sions, with seven based in the Persian Gulf. 

Three-Sixty’s Megafortress, based on Dale Brown’s novel 
Flight of the Old Dog, puts the gamer inside a modified B52H 
in a 3-D world. Five positions must be manned, including 


WV 
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Above: Operation: Firefight, the Falcon Mission 
Disk Il offers owners of the original program 12 
new scenarios. Right: MicroProse’s F-117A 
Nighthawk Stealth Fighter 2.0 is based on their 
original hit, F-19 Stealth Fighter. 
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Top left: A-10 Tank Killer Enhanced, by Dynamix. 
Top right: Three-Sixty’s Megafortress. 
Above: Falcon 3.0, by Spectrum HoloByte. 





pilot, navigator, electronic war- 
fare and offensive and defen- 
sive weapons. The bomber is 
armed with plenty of firepower 
to blast its way through the 
available missions, against Rus- 
sia, Libya, the Arctic and Iraq. 

Spectrum HoloByte’s Falcon 
3.0 is an update of this com- 
pany’s F-16 fighter simulation. 
The latest version presents 3-D 
contoured terrain based on 
maps of Kuwait, Panama and 
Israel. Players control a squad 
of 16 planes (eight flying si- 
multaneously) or pilot a single 
plane in an arcade-style 
shooter. This newest version of 
the Falcon simulation lets two 
players on different computers 
dogfight or cooperate via con- 
necting cables or modem. 

Owners of the original Fal- 
con can heat up the action 
with Operation: Firefight, the Falcon Mission Disk II. It has 12 
new missions that fit together into an overall campaign and 
levels of difficulty ranging from Ist Lieutenant through 
Colonel. 

MicroProse probably sends more flights to the Middle 
East than Air Israel. F-15 Strike Eagle, already a hit on com- 
puter and coin-op, flies to the NES this year. The game fea- 
tures training levels as the gamer learns to control the care- 
fully constructed flight simulator through missions in six 
combat arenas. The fighter executes realistic turns, rolls and 
loops that give the pilot a real sense of accomplishment. Un- 
fortunately the enemy is also realistic and intelligent and 
provides great competition. 

The company flew back to the Middle East with the new 
F-117A Nighthawk Stealth Fighter 2.0. The new program is 
based on their earlier hit, F-19 Stealth Fighter, and includes a 
more realistic cockpit and a replay option, plus graphic en- 
hancements such as better landscapes, night graphics and 
spite explosions. The simulation contains new versions of all 
the existing worlds from the original and from F-15 Strike 
Eagle, plus three new 
locations including: 
Columbia/Panama, 
northern Japan and 
Iraq. The improved 
mission-generation sys- 
tem and heightened 
enemy artificial intelli- 
gence should keep the 
action lively. 

Dogfighting in Activi- 
sion’s F-14 Tomcat keeps 
the action hot, but the 
piloting easy for novices. 
The player is a naval 
fighter pilot, flying air- 
to-air combat maneu- 
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If we don't have it They don't make it! 


Ultimate Game Club 
1491 Boston Post Road 
Old Saybrook, CT, 06475 


Call 1-900-TIP-LINE 

For the latest Hints, Tips, Strategies, 
Passcodes, a Free Membership, New 
Games, New Release Dates, what we buy 
used games for and'more information to 
make your gaming experience complete! 


We promise: 

1. We'll match any price any time on in stock mer- 
chandise. 

2, We'll ship any game to you faster then anyone 
else; sometimes that same day! 

3. We stock more games, been in business 11 
years, & satisfied over 100,000 customers. 

4. lf your order is over $50 you won't pay more for 
UPS Ground or US Mail shipping than your local sales tax. 

5. If you buy over $200 worth of games you'll recieve 
up to a 20% discount, free shipping. & a free Ultimate Hint 
Book. 

6. We stock Genesis, Sega 8 Bit, Turbo Grafx, PC 
Engine, Neo Geo, Super Grafx, Super Famicom, Super NES, 
Nintendo, Lynx, Game Boy & both Japanese & American CD 
Games. 

7. If you don't recieve your game in 30 days you 
have the right to cancel your order and get a prompt refund. 

8. We sell only authorized licensed legal products. 

9. Our Mega Drive adapter converts Mega Drive 
games to play on Genesis for only $29.99. Our PC Engine 
converter lets you play PC Engine games on your Turbo 
Grafx for only $69.99. And both are guaranteed for life! 

10. If there is a problem you can call our customer 
service dept 1-203-388-6366. 

11. We buy & sell used Americn & Japanese games. 

12. We're listed with Dun & Bradstreet, Better 
Business Bureau and every manufacturer that makes the 
games we sell! 

13. Soon we'll have a store near you to further 
enhance the satisfaction & ease of being an Ultimate Game 
Club Member. For franchise info (Serious inquires only) 
write UGC Franchise Info, PO Box 360 Old Saybrook Ct 


Red October 
Only $24.99! 


Ultimate Game Club 
1-800-Buy-At-Game-Club 
1-800-289-2842 


or 1-203-388-6741 
or Fax 1-203-388-0084 


Call 1-900-Tip-Line & 
talk to me “Captain 
Ultimate"! 


Specials This Month 


Expires 9/30/91 
1. Buy 2 Electronic Arts games get 1 free 
except PGA or Might & Magic til 9/15/91! 

2. Buy 2 Mega Drive games & get 1 free! 

3. American Super NES & Games in stock 
now! 

4. Buy 3 Japanese CD Rom games & get 1 
free! 

5. Buy 3 Turbo Grafx games & get 1 used 
free! 

6. Buy 3 Nintendo games & get 1 used 
free! 

7. Free Ultimate Hint Book with every order 
over $100! 

8. Free Mega Drive adapter when you buy 
2 Mega Drive games! 

9. Free Super Famicom game when you 
buy 2 new ones! 

10. Turbo Grafx $99.99, Genesis $149.99 
w/ Sonic! Turbo CD Rom now only 


$299.99! 


fm ThiTO 


Bubble Bobble 


Only $24.99 
Magic Show 


Only $14.99! 
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vers in Naval School first and then in missions 
over Central America, Korea and in the Mid- 
dle East, Iraq and Libya. A variety of perspec- 
tives, including external views, couples with 
short- and long-range weaponry and a unique 
radar-scrambler to avert guided missiles. This 
game was originally created for Commodore 
64 then substantially redone for IBM-PC. 

Ultimate Air Combat, also from Activision, 
features air-to-air and air-to-ground combat 
on the Nintendo, as the user pilots either an 
F-14 Tomcat, F-18 Hornet or the Harrier. 
Each aircraft has its own graphic display, as 
well as flight characteristics and weaponry. 
There are over 30 missions on disk, including 
some oil field assaults. Sound effects are 
great, and there’s 
even digitized speech 
in the form of copilot 
instructions. 

When Activision 
got its corporate 
wings, it just wouldn't 
stop flying. The com- 
pany’s Death or Glory 
simulates 12 of the 
greatest missions in 
air history. Each of 
the 12 planes have realistic flight modeling that replicates over 
20 flight characteristics. These include motion, speed, gravity, 
thrust and drag, and, of course, the external and internal 
graphics. The missions span six eras, over 76 years of air com- 
bat history—WwWI, WWII, Korea, Vietnam, Falkland Islands 
and Israel versus Syria. In each war theater, the player flies 
against a famous pilot. The gamer can even sit back and let pi- 
lots and planes from different eras battle each other in fantasy 
dogfights. 

The gamer flies five basic missions to become a squad com- 
mander in Electronic Arts’ F-16 Combat Pilot, then progresses 
through ten squadrons, each more elite than the one before. 
Missions include anti-tank raids, airfield and radar station 
strikes and reconnaissance flights over enemy installations. 


Do-it-Yourself Warfare 

For truly customized warfare, gamers 
can create their own military on-screen 
conflicts using specialty software. These 
“construction kits” provide great latitude 
for would-be generals, who can tailor the 
electronic warfare to any era, in any theater 
of conflict. 

Ezra Sidran’s Universal Military Simula- 
tor II (MicroProse) lets players simulate his- 
torical or fantasy battles at anytime in the 
past, present or never was. War campaigns 
can involve up to 127 nations, 525 
provinces and 32,000 military units. Battles 
are depicted on a 3-D grid with player 
views from any angle. Overviews show the 
whole battle or close-ups of individual mili- 
tary units. 
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Universal Military Simulator II, by MicroProse, lets 
players simulate historical or fantasy battles. 


The gamer con- 
trols everything, 
simulating real 
battles or modi- 
fied historicals, 
fantasy battles 
(dragons versus 
Indians, for exam- 
ple) or never-hap- 
pened contests 
(such as Napoleon 
versus Robert E. 
Lee). It shouldn't 
be much of a trick 
to duplicate the 
Kuwait-Iraqi bor- 
der with this. 

War Game Con- 
struction Set 
(Strategic Simula- 
tions, Inc.) pro- 
vides the raw ma- 
terials to build 
games. The user 
builds terrain by 
placing roads, 
rivers, bridges, 
woods, buildings 
and mines in any 
arrangement and 
scale. The combat- 
ants are similarly 
constructed, much as heroes are put together in role-playing 
games by assigning attributes such as unit type, weapon 
type, firepower, movement and strength points. There are 
built-in scenarios, but Desert Storm simulators will want to 
create their own. 


2 PHOEN 
* AMRAAN 
SIDEWIND 


Top: F-14 Tomcat, by Activision. 

Left: F-16 Combat Pilot, by Electronic Arts. 
Right: Ultimate Air Combat, also by 
Activision. 


More Wars to Come 

Just as the Persian Gulf cradled civilization, so did it cra- 
dle warfare. Troops have thundered across the deserts of the 
Middle East since before history began, and it’s safe to pre- 
dict that it’s not over yet. The latest wars only follow a long 
legacy of battle. 

War games relive, and 
thereby help us under- 
stand, human conflicts, 
why and how they hap- 
pened. They provide 
painless history lessons, 
as well as exercises in 
strategic thinking. This 
group of simulations 
shares one outstanding el- 
ement beyond their set- 
ting: they are very en- 
grossing. Many an 
armchair general will get 
his stars winning these 
battles on the home 
video-game screen. & 
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THE ONLY GAME T0 
MAKE THE PGA 
UR CUT. 


Pack your bags, youre going 
on tour 

But make it your golf bags. 
Because it's PGA TOUR® cos The 
only game that ____/Sé@a 
lets youmake \& 7 
the rounds with guys raned Ee 
the Walrus, Hubie and Fred. In sum, sixty of the best players ever to sven Club. 

No matter how you slice it, this is the most 
realistic Genesis” golf game ever 

Real players with hole-by-hole tips. Real 
courses like the TPC's at Sawgrass and 
Avenel. 3-D greens you can read like an 
open book. A whole arsenal of special shots 
like chips, punches, and fringe putts. Even 


















random pin placement. 
You think any other Glaullle has the PGA TOUR stamp of 
. approval? Come on. 


? | ' Get real. 


; Instant replay captures every hole- 
| in-one orsplash down. Just like TV. 


Take a real course in golf. We used the original blueprints h 

care i that built the TPC’s at Sawgrass, Avenel, and the PGA £ 
te * Distance: 169 yds. | West Stadium Course. Plus the ultimate fantasy course. | 
"EE (BEE) piu: Sicon Anything else you try will be definitely under par | 





_ PGATOUR Golf doesnt miss a trick. With 
balls that have backspin and forward roll. 
More impossible 


Left ¢ Right moves cursor 


lies than a politician. Up # Down rotates grid 


The ball is Yin. above the cup, 42 ft. quay 
+ 


Hooks and slices 
that butcher the 
fairways. 

And TV coverage 
is better than any 
hiloe! Wilt Soeelae are, ict ceninnke titoumerced 
ular aenal fly- bys. them, watch out for the bogey man. 
Close-ups ofthe &% : 






hole. Multiple 

angles of the ball in 

flight. Instant replay. 

Killer sound effects— 

crowd applause, 

club swings, 

chirpin birds. Even “sree cwih sonraivosincpm 

a sportscaster with toumament highlights butno commer- tommy Armour, Mark McCumber, 

[25 /VOU Cont ee 
be or ocean ui devour a | ] your advice and you could have a stroke. 





greens, youll finish out of the money. And back on the driving range and 
practice greens. A battery backup ie: ee ae: 
saves everything—games, aCCUMU- [Mf Sm» "sme OFFICIAL SCORECARD Mer 
lated earings, scores. Even PGA FS toon” OFFICIAL SCORE Cpe mac sc 
TOUR stats for up to 82 golfers. | a OFF ca 1Shampionship 
‘ : 0 tig ~ IAL 
So why drive anything else when > au 
you can cruise the TOUR? Club your [ 
way to the top with PGATOUR Golf | =. 
from Electronic Arts. 
Call 800-245-4525 toorder Or 
visit your retailer 
Its golf so 
real, 
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are registered trademarks used by permission. Sega and Genesis are trademarks of Sega 
Enterprises, Ltd. © 1991 Sterling Silver Software and Electronic Arts all rights reserved. 
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omputer users are generally eager for their children to 
become acquainted with computers, and they know 
that there’s nothing like games to make the learning ex- 
perience a lot easier. Yet entertainments that are perfect for 
mom and pop, or for their high school-aged offspring, may be 
incomprehensible to grammar school students and completely 
unapproachable for preschoolers. 

Games for youngsters are 
available in great pleni- 
tude, but most combine 
some educational func- 
tions with the entertain- 
ment. There are scads of 
delightful programs that 
impart knowledge of the al- 
phabet, numbers or simple 
arithmetic. Geography, his- 
tory, ecology, chemistry, even 
politics, physics and business 
management are tutored by 
computer. The history of edu- 
cational programs goes back : Goose: © 
only about a decade, yet this 5 d p Mother 
area of software design has MMC ve 
made magnificent strides. Once adv 
novelties, computer-aided educa- 
tional tools have become solid, widely accepted teaching aids 
that help instructors in and out of the classrooms. 

Yet kids deserve better. It’s hardly fair that every minute, 
even those scheduled for recreation, should be spent practicing 
learning drills. No matter how you disguise the message, adding 
numbers is still work, reciting alphabets is still study and pro- 
grams with too heavy of an educational content are hardly re- 
laxing. Once in a while the young computerist should have the 
opportunity to just have fun. 

This year there's a nice selection of entertainment software 
available for youngsters. True, they might learn something while 
they're playing; using the computer is, in and of itself, an edu- 
cational experience. But these games are meant to be fun first, 
and any learning is secondary to the play experience. 

No discussion of kid’s games would be complete without 
mentioning Mixed-Up Mother Goose (Sierra/Amiga, Apple Il, 
IGS, Atari ST, IBM PC, Macintosh). Designed by the queen of 
adventure games, Roberta 
Williams, the program con- 
tains flawless graphics, music 
and nursery-rhyme recitation, 
linked together in a pint-sized 
adventure that will delight 
any child. 

All the nursery 
rhymes are broken 
up, with their parts 
scrambled through- 
out the land. The 
child must wander 
around Mother Goose 
land, finding and 
matching pieces to 
make the rhymes com- 
plete. The pail must be 
returned to Jack and 
Jill, the lost sheep 
taken back to Little Bo 


A child's first 
computer game / 





Candy Land, by GameTek, is 
based on Milton Bradley's board 
game. 
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Broderbund’s K. 
program into a 


Peep and Little Miss Muffet must find her tuffet. When each 
rhyme is made complete, animations, music and recitations re- 
ward the child. Mixed-Up Mother Goose provides an incredibly 
satisfying play experience for children, with no reading required. 

Sierra will take a trip into fairy-tale land 
this winter, when the company introduces a 
new adventure for juveniles, but this game 
will also appeal to adult players. Mixed-Up 
Fairy Tales (IBM PC) interweaves well- 
known stories and parables with a com- 
plete soundtrack and a point-and-click in- 
terface that requires no reading skills. 

The company is pulling no punches on 
the graphics for Mixed-Up Fairy Tales; 
stories spring to life in 256 colors that 
draw the user into the imaginary world. 
This won't be ready until autumn, but 
it's a guaranteed winner for the 

younger set. 

Candy Land (GameTek/Apple Il, 
Commodore 64, IBM PC), the well- 
known board game from Milton 

Bradley, is now available for computer play. Just 
like the original, it's designed to be a child’s first game and re- 
quires no reading. The plot is famil- 
iar; Candy Land's king has disap- 
peared, and even Candy Castle is 
missing. In order to find them, it 
takes travels through the Pepper- 
mint Forest, over Gumdrop Pass 
and into the Lollipop Woods. 





ic a pint-sized 



















Berenstain 
Bears Junior Jigsaw 
contains ten bear 
puzzles, each with 
four difficulty 
levels. 


Up to four play- 
ers can compete to 
find the king, or a 
single child can play 
against a computer 
opponent. A touch 
of the space bar draws an instruction card and moves the Gin- 
gerbread Man down the Rainbow Trail. It’s the same simple fin- 
ish-first race to the Candy Castle that has delighted generations 
of children as a board game. The 
computer graphics are far from 
state-of-the-art, but it’s a fun 
play experience for three- to six- 
year-olds. 

GameTek is also the publisher 
of Fisher-Price’s Firehouse Res- 
cue (Apple Il, Commodore 64, 

IBM PC). The child can use a joy- 
stick or keyboard to move the 
fire truck through a maze of 
streets. One house flashes (to 
represent the fire), and the 
child rescues the children or 
pets using cursor keys to posi- 
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id Pix turns a pain 
toy box for kids. 
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tion the truck under the window. 

Firehouse Rescue actually has multi- 
ple skill levels to make it a little more 
challenging as the child becomes more 
competent at rescues. Upper levels 
have more mazes, time limits and hid- 
den objects to find, but the game is 
never too difficult. The low-res graphics 
are styled similarly to Fisher-Price’s “Lit- 
tle People,” using uncomplicated back- 
grounds to represent the city streets 
and buildings. 

Britannica Software has an electronic 
puzzle for gamers aged 4-10. The 
Berenstain Bears Junior Jigsaw (IBM PC) 
contains ten bear puzzles, each with 
four difficulty levels. These skill adjustments break the pictures 
into 8, 15, 40 or 60 pieces. The child uses mouse or keyboard 
control to jockey the pieces into their proper positions. 

The bears are clever and attractive and true to their license. 
This is a great entertainment for bruin-lovers. The puzzles are 
easy at the lower levels, but may provide 
challenge even for mom 

and pop at the 
top settings. 

Broder- 
bund’s Kid Pix 
(IBM PC, Macin- 
tosh) turns a 
paint program 
into a toy box for 
kids, in a creativ- 


















The Treehouse 
should be on 

retailers’ shelves in 
time for Christmas. 


ity entertainment 
that’s usable from 
age three on up. It 
has all the ingredi- 
ents of a regular art 
program, plus lots of 
fancy extras that make it a delight for young users. 

Kid Pix contains over a hundred images to “rubber stamp” 
onto drawings, wacky brushes that create weird designs, special 
effects that make paintings almost come to life, connect-a-dots, 
sound effects and even hidden pictures that show up when you 
erase the canvas. This is a magnificent, top-of- 
the-line program that will provide kids and 
adults many hours of artistic fun. 

Brederbund’s The Playhouse (Apple Il, IBM 
PC, Macintosh) is an on-screen environment for 
children to explore. Pictured on the screen is an 
attractive room filled with toys and entertain- 
ments. The child uses point-and-click technol- 
ogy to activate all the objects, such as the 
cuckoo clock, an on-screen computer, a mouse 
hole, an ABC book, spinner toy, radio, fishbowl 
and others. Each leads to further discoveries. 

The Playhouse is an early-learning program 
that teaches basic skills in reading and arithmetic. But the edu- 
cational aspects are so well integrated into the exploration, few 
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The Playhouse, by Brederbund, provides an on- 
screen environment for kids to explore. 





Mickey’s Crossword Puzzle Maker 
contains an almost unlimited 
supply of puzzles. 


children will notice the lessons mixed 
in with the fun. 

The Treehouse (Brederbund/Apple 
ll, Macintosh, IBM PC) follows The 
Playhouse and should be on retailers’ 
shelves in time for Christmas. It fea- 
tures an on-screen treehouse as the 
main view. The child chooses a boy 
or girl opossum as companion, then 
explores the games and activities. 
There’s a chalkboard for drawing, a 
magic telescope, a calendar that 
shows interesting events that hap- 
pened on that date and six special 
games. Puppet Theater acts out sen- 
tences; Road Rally takes the child to 
the zoo, ice cream parlor and other destinations; Musical Keys is 
a simple music program; Musical Maze requires the child to 
identify instruments and name-a-tune; Animal Album 
teaches a lot of facts about differ- 
ent creatures and pro- 
vides pictures to be 
printed out; and Guess 
My Animal gives clues 
for the child to identify. 

Like The Playhouse, 
The Treehouse is a 
teaching program. Once 
again, the learning is so 










it hardly seems like work. 

No one knows kids 
better than Disney, and 
there are few playmates more lovable than the Disney critters. 
The company has a well-conceived line of early-educational 
products, but they also offer a couple of titles that are just for 
fun. Mickey’s Crossword Puzzle Maker (Apple II, IBM PC) con- 
tains an almost limitless supply of puzzles created from the pro- 
gram’s internal dictionary, and kids can also design their own 
puzzles, then print them out. 

The game uses over 150 pictures with many Disney charac- 
ters, such as Bambi, Dumbo and Peter Pan. These provide color- 
ful backgrounds for the jigsaws, as well as picture clues of the 
words. The program is meant for gamers from kindergarten to 
third grade. Some reading skills are needed for successful play. 

Ducktales: The Quest for Gold (Disney/Amiga, Commodore 
64, IBM PC) is a six-game collection of treasure hunts that lead 
Disney characters on a search for gold. The locales are splendid, 
ranging from “Whatsamatterhorn” to the caves of Ali Baba, 
making great backrounds for dodging mum- 
mies, lightning storms, attacking aliens and 
more. This adventure features lots of action 
and cute graphics of the Disney gang. 

Games for young kids represent a real chal- 
lenge to designers. Play mechanics must be 
kept easy enough for nonreaders, but chal- 
lenging enough to hold youngsters’ interest. 
These represent some of the best available. 

Learning programs are jim-dandy; they do 
the job, and kids benefit immensely from com- 
puter-aided education. But all work and no 
play is a dull venue, especially for a child. Why 
not give the kids a break? Let them try some real funware, and 
watch their eyes light up! & 


pucktales is 
treasure hun 
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Professional gamer David Izat knows a lot about fun and and as you master each level, your weapons become 


games, especially with Arcus Odyssey. ) stronger. Challenge your mind by finding hidden 


Equipped with 8 meg graphic power, Arcus . : clues; reward yourself with hidden treasures. Now 


Odyssey is pure strategy. With up to four \ P : re : fees that you've leamed the basics, ask the ultimate 
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H + ] ] ] | \ rn 
Se eer omes Hi \J l\ MH U 9 loons on them. The angled side perspec- 
F tive used in this event suits it perfectly. 
VersionsiIbM Ren(9 82295) Be S Bodyboarding is a catch-the-wave 
y, I € event that doesn’t. The problem is the 
Neca seetee ves game’s angled side perspective, which 
PIAS 7 i a doesn’t remotely suggest the thrills asso- 
ciated with actually riding a wave. There 
are people and objects to dodge on the 
way in, but they aren’t visible until they 
Like most of Epyx’s multiple-event appear on the right side of the horizontally 
packages, California Games II is a mixed scrolling screen. 
bag. Some of the five events are pretty Jet surfing is another disappointment, 
tubular, while others eat wet sand. Let’s go though at least the pseudo first-person 
over them one by one. perspective is the appropriate point of 
Skateboarding is one of CGIlI's view. The gamer chooses among five vari- 
strongest events, set as it is in the Califor- ously configured courses: the ring (a sim- 
nia Aqueduct, which, we are told, has ple circle), captain hook (a combination of 
been drained for cleaning. The empty straightaways and one severe loop), icky 
pipes and halfpipes of the Aqueduct make (lots of sharp turns), super slalom (lots of 
an ideal surface for skateboarding, espe- California Games II isn"? mild turns) and ramp-o-mania (which 
cially when rendered in pseudo first-per-  fikely fe sweep a lot introduces jumping into the game). The 
son perspective. An overview of the entire « 1; wards, but it’s player steers a surfjet (a sort of Harley- 
route appears on the right side of the reaieal = 9 
screen. a 


The most entertaining event in this 
package, however, is hang gliding. Check 
the wind direc- 
tion, then leap off 
a mountaintop for |- 
an exhilarating 
glide over the 
pounding surf. | 
Three targets float / Veil ec ae : ; 
in the water be- |... (eames ie Pa Al, 5 x TEg 
low, and the ob- [: ™ soa 7, See | . a WAb ae 
ject of this event } » 1 ; 
is for the player to 
drop water bal- 


Davidson for 
| water babies) 
through a course 
marked by red 
and yellow buoys. 
The ramp-o- 
mania course is 
far and away the 
most interesting, 
with the addition 
of ramps signifi- 





cantly enlivening play. 

Snowboarding qualifies as one of the 
strangest events in electronic-gaming his- 
tory. This event uses an angled side per- 
spective to portray the sport of snow- 
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| can't take my Light Boy any place without making a commotion. All | wanted was a few private 

moments on the Game Boy before the offense got off the field; but now I've got these rookies 

from the other team in here. They like the way Light Boy makes the 

» Game Boy screen light up in the dark. The 1'/2 times magnification 

is great, too. Light Boy is bound to attract attention. 
Now, how do | get rid of these guys? 
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boarding, which basically consists of rid- 
ing down a snow-covered mountain on a 
flat board. Again, the side perspective 
doesn’t work, but what makes this game 
memorable is the fact that the player must 
take his or her surrogate up the mountain 
by piloting a helicopter! 

The graphics in California Games II are 
just average, but there are some cute bits 
of business that help increase the fun quo- 
tient of the game. When a bodyboarder 
gets wiped out on the way to shore, for 
example, he washes in on the tide, face 
first—or else just the board does. In the 
skateboarding event, the game developers 
crossed the line into bad taste. If a player- 
character misjudges his approach to a 
fullpipe and runs into the brick casing, he 
leaves a splattering of blood on the bricks 
as he collapses to the ground in a heap. 

Other than that, there are plenty of 
cute, California-type comments and ani- 
mated sequences to keep players smiling 
even after a wipeout. It isn’t likely to 
sweep a lot of gaming awards, but Califor- 
nia Games Il is an entertaining enough 
package with at least two solid events. 

—Bill Kunkel 
Epyx 
600 Allerton St. 
Redwood City, CA 94063 
(415) 368-3200 


James Bond: 
The Stealth Affair 


INTERPLAY 
Versions: Amiga ($54.95), 
Atari ST ($54.95), IBM PC ($54.95) 


LAYABILITY 
OVERALL 


Games from other countries will always 
find a warm welcome in America when 
they are of the same quality as James 
Bond: The Stealth Affair. 

Originally called Operation: Stealth, it 
was designed by Delphine Software in 
Europe without James Bond as the special 
agent. Delphine’s previous American 
release was Future Wars (also from Inter- 
play). Both games use Delphine’s cine- 
matic system that relies on menus to enter 
commands. 

The Stealth Affair puts the player in the 
shoes of Her Majesty’s most famous spy. 
True to form, Bond has a lot of tricky 
objects that come in handy in dangerous 




















situations. They include a watch cable, a 
cutting pen and rocket-launching 
cigarettes. These gimmicks reside in the 
false bottom of Bond’s briefcase, which 
can only be opened in a discreet location. 
Sometimes finding a place to open the 
case is a puzzle unto itself. 

It is Bond's job to discover what hap- 
pened to the latest version of America’s 
Stealth bomber. The secret plane has been 
stolen, and the suspects are General 
Manigua of the small country of Santa 
Paragua, the Russian KBG and possibly an 
unknown organized crime boss. America 
needs Bond to recover the plane and take 
out the opposition quietly to avoid an 
international incident. 

This game has an interesting and excit- 
ing plot and could quite possibly be 
turned into a movie. With all of its gim- 
micks, tense situations and exotic loca- 
tions, The Stealth Affair keeps the atten- 
tion of its players. Commands are entered 
through a menu using either the keyboard 
(IBM only) or mouse (all systems). The 
command menu pops up at the cursor 
location for convenience and consists of 
the following commands: examine, take, 
inventory, use, operate and speak. That's 
it! The system is so easy to use, the player 
can almost do without the manual and get 
right into the game. 

There are many intermission screens 
that move the story along, but they get 
boring after the second or third viewing. In 
addition, there are a few arcade 
sequences that can be trying. Be sure to 
save the game before an attempt at these 
mini-games. 

The Stealth Affair's graphics 
look a little dreary and cartoon- 
ish, not as stylish as the art in 
Future Wars. However, most 
objects in the game are clearly 
visible and larger than a few pix- 
els. Fortunately, the graphics are 
enlivened by the intermission 
screens and animations, which 
are much better than the stills. 
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They help develop the plot and add the 
“cinema” to the cinematic system. 

The sound effects and music in The 
Stealth Affair are impressive for their 
small touches of accuracy. For example, in 
the airport you hear the echo of Bond’s 
footsteps on the ground. Jean Baudlot 
composed the music in the game. 
Although not as grandiose as his composi- 
tions for Future Wars, The Stealth Affair’s 
score definitely heightens tension. 

Everything about The Stealth Affair was 
done very well, except for the arcade 
sequences. Graphics and sounds combine 
well with the puzzles and story to accu- 
rately represent lan Fleming’s famous 
character. 

—Russ Ceccola 
Interplay 
1575 Corporate Drive 
Costa Mesa, CA 92626 
(714) 549-2411 


Pick’N Pile 


UBI SOFT 
Versions: Amiga ($39.95), 
Apple II ($39.95), 
Atari ST ($39.95), 
Commodore 64 ($29.95), 
IBM PC ($39.95), 
Macintosh ($39.95) 





Pick’N Pile is a reviewer's dream and a 
reviewer's nightmare both at the same 
time. It’s a dream because it is a very easy 
game to play: Just arrange the objects so 
that they disappear from the screen. It is a 
reviewer's nightmare because it is incredi- 
bly addicting. Every time | sat down to 
check some small 
point about the game, 
| ended up playing it 
for an hour! 

Pick’N Pile is a 
strategy game, with 
just a hint of arcade 
action thrown in. At 
the beginning of each 
round, objects cas- 
cade from the top of 
the screen and pile up 
at the bottom. Most 
of the items are brightly colored balls, but 
there are other things thrown in as well. 
The idea is to stack identical objects by 
first selecting one thing, then another. This 































process swaps their positions. Once an 
entire stack is made up of balls of the 
same color, the stack disappears. 

There are, of course, complicating fac- 
tors. The most difficult is a time limit—run 
out of time before clearing a screen, and 
you will lose one of three lives. There are 
bonus hourglass shapes to help out in this 
regard. They add 200 to the time count if 
they are part of a stack of balls made to 
disappear. On the other hand, there are 
death heads in the higher screens that 
make time run out faster. 

Other bonuses include point multipliers 
and bonus point objects. There are also 
bombs that explode, removing the eight 
objects around them, and flames 
that burn anything above them. 

Physics also gets into the 
game. When a stack disappears, 
it obviously leaves a gap. After a 
moment's hesitation, the adja- 
cent objects start falling into that 
gap, changing the whole layout 
of the screen. If the player is 
really quick, however, it’s still 
possible to swap objects and 
make them disappear before 
they drop into the gap. This 
requires careful plan- 
ning as well as finely 
tuned reflexes. Wall 
sections can be used 
with good advantage 
in order to minimize 
the changes that 
occur when a stack is 
removed—the wall 
sections are stable 
and won't fall into a 
gap and can also 
keep other objects 
from falling. 

The final complica- 
tion is that there’s no 
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way to remove anything piled in a single 
row across the bottom of the screen. The 
player must cause more items to fall from 
the top in the hopes of getting a setup that 
will permit the screen to be cleared. 

The strong point for Pick’N Pile is its 
playability. It’s immensely addicting. The 
graphics are colorful but not inspired; and 
the sound consists entirely of digitized 
cash register noises and breaking-glass 
noises—hardly what you would call taxing 
the capabilities of the Amiga! Still, if strat- 
egy is your bag, this game is challenging 
and different enough to be recommended. 


—Dave Plotkin 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 572-ARTS 
Arachnophobia 


DISNEY SOFTWARE 
Versions: Amiga ($49.95), 
Commodore 64 ($49.95), 

IBM PC ($49.95), 
(with Sound Source $69.95) 





It had to happen. Sooner or later the 
perfectionists at Disney were bound to get 
tired of seeing their beloved properties 
misused and abused by “outside” publish- 
ers. The result: Walt Disney Computer 
Software, Inc. The first few releases by 
Uncle Walt’s software arm were ho-hum 
kid games that tied into Disney’s own 
Sound Source, a low-priced PC audio sys- 
tem/speaker. Arachnophobia represents 
Disney’s first for-all-ages game release 
based on a major film property, and the 
results should have gamers everywhere 
licking their lips in anticipation of such 
future delights as Dick Tracy and The 
Rocketeer. 

Arachnophobia, developed by BlueSky 
Software, offers a by-the-numbers design 
that really works. The pleasant visuals, 
good sound, solid movie-based story line 
and superb game play combine to create a 
compulsively playable experience. 

The game begins with the player, as 
Delbert McClintock, cruising the streets of 
Canaima, a town infested with arachnids, 
the spawn of an especially deadly, not to 
mention fertile, South American spider, 
who hitched a ride back to the states in the 
coffin of a dead scientist. The South Amer- 
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ican arachnid then 
mated with local spi- 
ders to produce three 
variety of arachnids: 
soldiers, queens and 
South American. The 
player can drive Del- 
bert up to any of the 
neighborhood’s 14 
houses and begin 
man’s attempt to retake his territory. 

Once inside a residence, the game 
switches to a split-level side perspective 
that allows the player to see the room Del- 
bert is in, as well as the room directly 
above or below him. These multilevel 
houses contain not only armies of arach- 
nids, but some pleasant surprises as well, 
including a first aid kit that restores the 
player to peak physical condition and 
additional anti-bug weapons. 

Delbert is armed with three weapons: 
bug bombs, which wipe out every spider 
in a room but are limited in number; an 
insecticide spray gun, which can be aimed 
three ways in either direction; and the 
good old, environmentally approved boot, 
which stomps soldiers into spider paste. 

Clearing out a neighborhood, however, 
is only the start of the assignment. There 
are many more towns out there waiting 
for their exterminator in shining armor, 
and once America is cleansed, the United 
Nations has an assignment in the Amazon 
for Mr. McClintock! 

One note of warning: true arachno- 
phobes will want to avoid Arachnophobia 
as if it were coated in tarantula larvae. The 
scenes in which the spiders sting the 
player-character to death would give even 
a spider fan the heebie-jeebies. Then 
again, true arachnophobes probably 
wouldn't even read this review. 

—B. K. 
Walt Disney Software 
500 S. Buena Vista St. 
Burbank, CA 91521 
(818) 567-5340 
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Oil’s Well 


SIERRA ON-LINE 
Version: IBM PC ($34.95) 





This arcade-quality game originally pro- 
duced by Sierra in 1982 has now been 
totally revamped with excellent VGA 
graphics. Sound board support was 


added, as well as a humorous dinosaur & 


named Slater, who just 
happened to get stuck 
in the middle of this. 
The goal seems sim- 
ple enough. The player 
must collect all the oil 
pellets on each level is 
while avoiding such 
hazards as_ bugs, 
snakes and the like. If 
these creatures cross 
the drill pipe while the 
player is working his 
way through the maze, 
a drill bit will be lost. To avoid losing a life, 
the drill must be retracted back to its start- 








Originally released in 


1982, Oil’s Wellis a 
ing point before the nasty little insects delightful diversion and a 


touch the pipe. As if this weren't hard mice change from “the 


enough, an occasional mine is thrown in thinking man’s games” that 
to blow up the drill. To top it off there is a usually come from Sierra. 


time limit. 

After each level is cleared, the player is 
treated to an intermission. Unknown to the 
driller, a friendly petrosaur, the last of his 
kind, lives in the oil field. As the player 
busily collects oil, Slater, the petrosaur, is 
minding his own business as his under- 
ground house falls down around him. 
These graphic sequences are enough to 
keep the gamer playing just to see what 
happens to this cute guy. In one scene he is 
enjoying a nice bath as the drill comes 
through the tub, and poor Slater is sucked 
down the drain. In another, the drill takes 
away his large, plump turkey just before 
Slater can bite into it. If the player can hang 
in through all eight levels, he won't be dis- 
pleased with the conclusion. Although 
Slater’s home life is repeatedly disturbed 
by the drilling, there is a happy ending. 

The only drawback to the game is the 
joystick play. Sierra recommends joystick 
control, but using the keyboard actually 
proved to be substantially easier. The fast 
movements required seemed too much 
for the stick. 

The music during the opening sequence 
and throughout the game is a good exam- 
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ple of Sierra’s mastery 
of current audio 
equipment. The sound 
effects are equally 
pleasing; they provide 
an all-around arcade 
feel to the game. 

The graphics in 
EGA mode and lower 
are good, but the 
game really shines in 
VGA mode. The non- 
interactive graphic 
sequences in VGA are 
so attractive, they could almost stand 
alone as entertainments. 

Once the control technique is mastered 
and the player begins to know the game, 
the difficulty level can be increased. In the 
“regular” level the only creatures are 
small insects, but in the “unleaded” and 
“premium” levels large grasshoppers, 
snakes, worms, centipedes and other 
creepy creatures show up. These harder 
levels keep the game challenging for quite 
a while. 

Oil's Well is a delightful diversion and a 
nice change from “the thinking man’s 
games” that usually come from Sierra. No 
great intelligence is required, just a desire 
to relax and have fun. If the player wants a 
high-speed shoot-’em-up action game or a 
complex arcade contest, he can go else- 
where. But for pure, unadulterated fun 
that the whole family can enjoy together, 
Oil’s Well is really slick. 

—David Ethell 
Sierra On-Line, Inc. 
P.O. Box 485 
Coarsegold, CA 93614 
(209) 683-4468 


Death Knights of Krynn 
STRATEGIC SIMULATIONS, INC. 
Versions: Amiga ($49.95), 
Commodore 64 ($39.95), 

IBM PC ($49.95) 





This return to the world of Krynn is 
especially welcome to gamers already 
familiar with the realm either through the 
Dragonlance series of books or the earlier 
SSI AD&D release Champions of Krynn. 
Another quest in the land is all the more 
enjoyable, since characters from the orig- 
inal title can be ported into the new 
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continued from page 94 


Space Quest IV: 
Roger Wilco and the 


Time Rippers 


SIERRA ON-LINE, INC. 
Versions: Amiga ($59.95), 
Atari ST ($59.95), IBM PC ($59.95) 





The two guys from 
Andromeda are back at last 
with Sierra’s latest in the 


popular Space Quest 
series. After what seemed 
like an interminably long 
wait, Space Quest IV: | 
Roger Wilco and the Time 
Rippers casts the gamer in 
the role of lovable Roger 
Wilco, space janitor and 
the Rodney Dangerfield of 
outer space. In his latest 
adventure, Roger must 
avoid the sequel police 
throughout time in a plot 
that gets more interesting as the story 
moves along. 

Part Back to the Future-style time travel 
and part wacky and irreverent humor, 
Space Quest IV picks up immediately after 
Space Quest Ill: The Pirates of Pestulon. 
Two sequel policeman encounter Roger in 
the bar on Magmetheus and arrest him. 
Roger escapes into a rip in time and turns 
up in the era of Space Quest XII: Vohaul’s 
Revenge II. From this point forward, Roger 
must stay one step ahead of the sequel 
police and get to the bottom of all this 
time-travel nonsense. In his journeys, he 
warps back to two other Space Quest 
sequels and runs into many weird and col- 
orful aliens. 

Space Quest IV has almost none of the 
frustrating let’s-smash-the-computer puz- 
zles that marred previous games. This 
makes it a lot more enjoyable than most of 
the other Sierra titles. Another plus is the 
new Sierra interface. There is no typing 
required at all. Instead, the mouse, joystick 
or (if you’re desperate) keyboard selects 
icons from a bar that contains walk, look, 
action, talk, smell, taste, inventory, system 
and help icons. The smell and taste icons 
are new to Space Quest IV and will be part 
of the standard Sierra interface in the 
future. Also enclosed is a generic inter- 
face/troubleshooting manual (in addition 
to the snazzy Space Quest IV issue of 
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Back to the Future-style time 
travel with part wacky and 
imeverent humor. 


Space Piston magazine that serves as the 
manual). 

The teleportation vehicle in Space 
Quest IV is a time pod. It has a panel with 
three rows of icons from which a combi- 
nation of six make up a time-travel code. If 
the code selected is valid, the time pod 
will transport Roger to that time period. 
Experimentation with codes may reveal 
“Easter egg” locations, one of which is 
Space Quest Ill. Time travel adds a lot of 
fun to the game, and the warping 
sequence is graphically very nice. 
aS In fact, all graphics in 
——— Space Quest IV are at 
_f| the peak of current tech- 

|} nology, especially in 
256-color VGA. The ani- 
mation sequences look a 
lot more like cartoons 
than in previous games, 
and the variety of colors 
is large. Brand-new to 
the game are scrolling 
graphics, and as a first 
attempt for Sierra, this 
technique turned out 
very well. The move- 
ments are fluid, but it 
does take a second after 
moving off the edge of 
one screen before the 
next one scrolls into 
view. Still, it looks very 
nice, and the spatial ori- 
entation gained from 
this effect is necessary to 
solve a puzzle or two as 
well as to determine 
Roger's relative position. 

Space Quest IV sup- 
ports all major sound boards, and it’s a 
completely different experience to play the 
new generation of Sierra games with an 
installed audio board. The music and 
sound effects are incredible. Like a good 
movie soundtrack, it is essential for the 
total experience to hear the game in 
stereo. Sounds as faint as wisps of blow- 
ing sand fill your ears, along with explo- 
sions and growling monsters and the 
great background music by Mark Seibert. 

Space Quest IV: Roger Wilco and the 
Time Rippers is a perfect marriage of 
Sierra’s interface, excellent graphics and 
sound and the storytelling talents of the 
two guys from Andromeda, Mark Crowe 
and Scott Murphy. The game has every- 
thing from obnoxious aliens and parodies 
of other popular computer entertainments 
to a galactic mall complete with an arcade 
and a little mechanical bunny with a big 
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bass drum. Because it is not as difficult 
and frustrating as past Sierra games, 
Space Quest IV is a must-buy for fans of 
the series and others looking for a good, 
funny sci-fi spoof. The ending is disap- 
pointing because it leaves the story wide 
open in some areas, but the path to that 
ending involves a lot of challenges and 
enjoyment. 

Now if they would only hurry up with 
Space Quest V! 

—R. C. 

Sierra On-Line, Inc. 
P.O. Box 485 
Coarsegold, CA 93614 
(209) 683-4468 


HoverForce 
ACCOLADE 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 





Arcade “level” 
entertainments are a | 
dime a dozen, but 
not all of them live 
up to expectations. 
The secret for suc- 
cess in games of this 
type is that they must 
be hard enough to 
challenge the player 
so that the urge to { 
finish just one more § 
level is there, while 
remaining easy 
enough to provide a 
sense of accomplishment. HoverForce is 
this brand of game. 

Fast-paced and pleasantly addictive, 
HoverForce puts the player in an assault 
skimmer to tackle a deadly breed of crimi- 
nal called Alterants. As a member of the 
Red Wasp Unit, the gamer must retrieve 
canisters of a contraband biotech serum, 
collect drug money to replenish shields 
and ammunition and capture Alterants 
after accumulating enough canisters as 
evidence. The manual for HoverForce is 
almost unnecessary. Anyone can learn the 
game in a few minutes. Then it will take 
hours of crime-fighting to arrest the most 
powerful Alterant. 

HoverForce combines an arcade shoot- 
‘em-up with fast flying. The perspective is 
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from the cockpit of the assault skim- 
mer. Radar shows the direction of 
enemy vehicles and henchmen, 
color-coded according to aggression 
level. Also on the skimmer dashboard 
are a shield indicator, compass, direc- 
tional arrow, map, evidence counter 
and resource (money) counter. 

The mouse turns the skimmer, the 
left button propels the vehicle for- 
ward and the right button fires the 
current weapon. The player may also 
use the keyboard, but this can be awk- 
ward. Function keys switch to machine 
gun, cannon or missiles, display a larger 
map and change the directional arrow 
from the Alterant to the nearest supply 
warehouse. 

Game play is simple, almost mindless. 
As the Alterant makes his way across the 
landscape, he leaves henchmen to keep 
the player busy. The goal is to shoot these 
bad guys, collect what they leave behind 
(either money or a drug canister) and try 
to get enough canisters so that the Alter- 
ant will die when shot. The Alterant fol- 
lows a set pattern until his drug run is 
complete. If he is still free at that point, the 
player loses a life. 

The Alterant flies an easy-to-recognize 
orange ship, and a white dot represents 
him on the radar. The player must kill each 
Alterant three times, after which a new 
Alterant and quadrant offer resistance. It is 
important to stop along the way to buy 
ammunition, power boosters and any of 
the dashboard systems rendered inopera- 
ble by enemy fire. There is not a lot of 
time to kill each Alterant, so shopping 
must be kept brief. 

One important thing to remember is 
that the skimmer can’t travel over water. If 
it touches water, the pocket of air goes 
away and the vehicle sinks. 

The 3-D graphics provide you with a 
street-level perspective. Buildings popu- 
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late the landscape and act as obstacles to 
progress. The best way to get somewhere 
quickly is to use the roads of the city’s 
quadrant, where the craft can zip along at 
maximum speed. 

The dashboard looks nice, and all nec- 
essary indicators are shown clearly, 
except perhaps the money and canister 
counters. A digitized picture of the Alter- 
ant pops up on the dashboard every time 
he is hurt or he stages a small victory. His 
facial expression registers anger or happi- 
ness and thus indicates how close you are 
to finishing him off. The soundtrack to 
HoverForce is very intense. The explo- 
sions and other sound effects come 
across well and help enhance the play 
experience. 

HoverForce is the perfect challenge for 
someone interested in a fast-paced arcade 
game. It is especially manic if the radar is 
knocked out when the Alterant has almost 
finished his drug run, and only one or two 
more canisters are needed. Most people 
enjoy this type of game play because they 
truly get their money’s worth of excite- 
ment and challenge. HoverForce will rack 
up a lot of hours of use on your computer 
and drive you crazy with delight. 

—R.C. 
Accolade 
550 South Winchester Blvd. 
San Jose, CA 95128 
(408) 985-1700 


Strip Poker Three 


ARTWORX 
Version: IBM PC ($49.95) 





One of the most enduring software 
successes of the past half-decade, Art- 
worx’ Strip Poker has probably appeared 
on more varied computer systems than 
any game since Zork. In addition to the 
scores of extra disks containing an 
impressive variety of female and male 
opposition, Artworx periodically reworks 
the entire program. This is the case with 
the latest evolutionary step in high- 
stakes, computerized card-playing, Strip 
Poker Three. 

No stupendous innovations this time 
out, but the digitizing is cleaner, and the 
three female opponents supplied with the 
disk have a refreshingly earthy appeal. 
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Strip Poker 
Three, by 


Artworx, offers 


multiple-player 
card games and 


a new 


assorinent of 


digitized 


The major new wrinkle is the introduction 
of multiple-player games and the use of 
an on-screen male player-surrogate who 
will “give up his all,” if necessary, in two 
and three-handed games. 

The primary computer-controlled 
female player appears in a large window 


Drop 
PE EET 
® + % % 
» | while two other on- 
y: screen players appear 

gia) in a pair of smaller win- 
dows to its right. A 
maximum of three 
players can appear in 
any one game. The 
cards are displayed 
along the bottom of the 
playfield, as in the past. 

Otherwise, Strip Poker Three holds no 
real surprises for players familiar with the 
series. The game once again combines a 
poker program, digitized photographs of 
women—and, in this case, one man—in 
various stages of dress, or undress, along 
with sarcastic comments from the com- 
puterized players. It all adds up to a pretty 
fair simulation of every male adolescent's 
favorite fantasy card game. 

The interface for the five-card draw 
style poker game is trusty, if unremark- 
able, with one exception: hitting the 
space bar at any time during the game 
gives Strip Poker Three the silicon equiv- 
alent of a nervous breakdown, neces- 
sitating a time-consuming reload proce- 
dure. It’s also true that some of the 
photos don’t hold up to the reduction 
process required to fit three characters 
simultaneously on-screen, and these pic- 
tures don’t look acceptable in the smaller 
windows. 

Otherwise, Strip Poker Three delivers 
exactly what it promises, and that’s a wor- 
thy accomplishment for any piece of 
entertainment software. 








—B. K. 
Artworx 
1844 Penfield Road 
Penfield, NY 14526 
(716) 385-6120 
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PREPARE YOURSELF 


FOR THE INVASION... 


2 HOT NEW GAMES ON THE WAY FROM NTVIC 
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Isolated Warrior is a high-speed, uniquely 
developed game based on a 3-D concept that 
features over 40 types of enemy creatures, | 
realistic graphics and explosive sound effects! 
Become Max Maverick, alone warrior, who must 
defeat the awesome creatures that attack his 
highly civilized planet! 
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Fun in the Sun With 


California Games Il 


EPYX 
Version: IBM PC 


In this fast-paced sequel, gamers return 
to California to try five totally new events. 
One to eight players compete for the high- 
est point total at the end of the group of 
events. California Games II also keeps 
track of records for 
each event, so players 
may compete alone to 
achieve the highest 
ranking on the “most 
excellent dudes” 
screen. 


Hang Gliding § 

The secret to hang & 
gliding is to find and 
use the thermals that § 
raise the glider back up f 
to higher altitudes. @ 
Start the game by fy 
jumping off the ledge Fm 
when the sock is blow- 
ing to the left only. Then, immediately stall 
and dive toward the lower right-hand side 
of the screen. About three-fourths of the 
way down, press to the upper left and 
loop out of the dive. These loops are the 
big money moves and should be done as 
often as possible. 

Once the glider begins to get low, 
ride level until the glider seems to rise 
a bit. This is a thermal area. Begin cir- 
cling in this area with upper 
diagonal keys, and the glider 
will rise. Try to hit the targets 
with the balloons early on to get 
tid of them so you can concen- 
trate on loops and stalls. 
Remember that the higher a 
balloon falls into a target, the 
more it’s worth. 


Jet Surfing 

This is a pretty straightfor- 
ward event played much like 
Pole Position. At the onset, be 
sure to pick the correct jet forthe 
course chosen. Try to use the bigger jets 
on the simpler courses, because the big- 
ger jets are harder to control. 
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Once you're in the water, hit the 
space bar to accelerate through the 
straightaways. Traveling at a high 
speed between buoys is the single 
best way to rack up points. When 
approaching a curve, judge the 
steepness of the turn, and use the 
appropriate turn keys. This takes 
some practice, but always remember 
to lean into a turn early on so the jet 
can maintain a higher speed through 
the curve. Finally, pick up bottles only if 
they are not far from the designated course. 
They are not valuable enough to make 
straying out of the markers worthwhile. 


Snowboarding 

Maneuver the helicopter to the icy sec- 
tion of the mountain, and drop the snow- 
boarder when the chopper is about one 
inch from the side of the mountain. Once 
there, begin left and right motion immedi- 
ately, since this is the only way to slow the 
board down. Try to stay in the middle of 
the course, since it is easier to move left 
and right in this area. When a ridge 
appears across the trail, hit the space bar 
just as the front of the board touches it. 
This last-second jump strategy ensures 
clearing the ridge. In the snowbowl, use 
the left and right arrows to build up 
speed. Once the boarder is flying over the 
edges, hit the left arrow when he’s on the 
right edge and vice versa to do air loops 
and earn bonus points. Hitting the space 
bar when the boarder is on the edge will 
cause him to do a handstand for still more 
points. When you’re ready to exit the 
bowl, hit the space bar when the 
boarder is up over the left edge. 


Bodyboarding 

Once the wave appears, imme- 
diately press left to head up the 
wave. Once the surfer is halfway 
up, press the space bar and then 
the right key while releasing the 
space bar. This causes the surfer to 
barrel roll, which is worth big 
points. The second the surfer hits 
the bottom of the wave, repeat this 
move immediately. If players exe- 
cute this move in rapid succession, 


the game awards scores of over 15,000 
points! Off the lip and reverse cut moves 
are worth significant points, but they can- 
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not be done in rapid succession, so the big 
points can’t be racked up as easily. 

When the wave breaks, stay toward the 
middle of the screen, this makes it easier 
to move up or down as needed when 
obstacles approach. 


Skateboarding 

This event is easy to learn, but hard to 
master. Start by pressing to the left, since 
the man begins at the right every time. 
Keep the rhythm going by pressing the left 
key just as the man peaks at his right 
swing and.vise versa. Once you're air- 
borne over an edge, pressing the opposing 
direction will make the man do a loop in 
the air and is worth big points. Do these as 
often as possible, but keep a careful eye 
on the map to see when a tunnel is 
approaching. Once the red dot gets about 
a half inch in front of a tunnel, press the 
opposing direction key when the man is at 
the bottom of the trench. This will stop 
him from riding high on the wall as the 
full-pipe approaches, which would result 
in death and the end of that event. 

Once you're in the full pipe, rock left 
and right, and try to corkscrew over the 
top. Watch the map so you'll be able to 
pull out of the corkscrew before the tunnel 
ends. If you don't, it’s a pavement sand- 
wich for you, dude! 





—Frank Tetro, Jr. 


Scouting the Roads in 
Highway Patrol Il 


TITUS SOFTWARE 
Versions: Amiga, Atari ST, IBM PC 


Highway Patrol Il is more than just a 
driving game; it also requires careful 
strategic planning to catch those criminals 
without destroying your own car. Unfortu- 
nately, most players only realize this after 
many failing attempts. So here are some 
tips to start off on the right foot. 


The first thing to do when beginning a }f 
new chase is to hit the pause button. This |, 
will allow the driver to thoroughly, and at |} 


leisure, check on the criminal’s location 
and the police car’s starting position. 
There are only three 
places from which 
the patrol car be- 
gins the game. 
They're marked A, B 
and C on the map. 
Because of the |” _ 
many twists and 
turns on the map, it 
is difficult to antici- 
pate the robber’s 
movements. The 
-best bet is to head 
in the general direc- 
tion of the robber’s 
car and only make 
turns after the 
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police car is within three squares of the 
robber. This approach seems to work well, 
especially in higher levels. 

Always take advantage of the player's 
ability to pause the game to check on the 
cars’ locations. The most important infor- 
mation lies at the top of the screen: the 
coordinates. Also pay attention to the view 
from the police car’s window. 

Drive across the desert only in extreme 
emergencies. A police car is not meant to 
drive over dust balls, rocks and cacti! Only 
when the score approaches zero should 
cross-country driving be considered. It’s 
nice that Highway Patrol II allows the play- 
er to make this choice. Actually, it is not 
terribly difficult to navigate across the 
desert if the player goes slow enough and 
uses reasonable care. 

When gas gets low or the police car 
gets a flat because the player decided to 
act like the Lone Ranger in the desert, get 
to a gas station immediately. It is still pos- 
sible to capture the criminal, but it’s more 
important to keep the car in running condi- 
tion. Even if the gas station is in a 
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around and fill ‘er up. 

Extended use of the police car in 
the red area of the tachometer will 
blow the engine, but that doesn’t 
mean you can’t do it at all. Push the 
car every now and then into that area 
to gain more points and distance. 
Only an extended time “in the red” 
will actually destroy the car, so ease 
| the needle in and out of that range to 
get the most out of the 
vehicle. 

In the higher levels of 
the game, the criminals 
are very tough to cap- 
ture. Ramming into their 
cars is sometimes nec- 
essary, but don’t do this 
too much, or the police 

car will blow up. Try to 
| shoot out the tires of the 
red cars, even in the first 
and second levels. All it 
wastes are bullets. 
Because the robbers in 
higher levels are more 
experienced and quick- 
er, follow a path to a location far ahead of 
where the criminal might head. This tactic 
will eliminate a lot of unnecessary effort. 

Most important, stay alert and scan the 
horizon for the criminal’s car. It’s the only 
red car in the game, and seeing it from 
afar will sometimes give you an advan- 
tage, even if it means you have to cut 
across the desert. 

Highway Patrol Il can provide a chal- 
lenging experience for compu-drivers. Use 
your head, try to outthink the criminals, 
and take good care of your vehicle, and 
you'll capture the bad guys and keep the 
highways safe. 

—Russ Ceccola 
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ARMADA 2525 
pits you against up to five opponents in 
an interstellar battle of strategy. 


Controlling one race on a single planet, 
players expand their power base by bat- 
tling enemies in space, establishing col- 
Onies, conquering planets, increasing 
production capacity, and developing 
new technology. 


Your challenge is to balance all of these 
factors together in a winning strategy. 


Uae s\p Pus Or 
CNENCH IG SMIRIRIES 


MS-DOS - June, ‘91 
requires EGA, MCGGA, or VGA 
Supports AdLib and mouse 


AVAILABLE AT YOUR - 
LOCAL RETAILER OR 


CALL 1-800-24 


THE BATTLE FOR CHERBOURG 


It is June 7th, 1944. You are in It is June 7th, 1944. You are in 
command of U. S. VII Corps at Utah command of LXXXIV Corps. The 
Beach. Your objective is to link up Americans have landed at Utah 
with U. S. V Corps at Omaha Beach Beach. Your objective is to drive the 
and capture Cherbourg. enemy back into the sea. 


5 2S 
Macintosh version—Requires 1 MbRAM for monochrome or 2 MbRAM for interstel 


color, IBM version available by Christmas. Macintosh version available by corporation 
September. 
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there are genres into which most 

items can be securely plugged. In 
video gaming there is no shortage 
of these genres. Most games can be 
plugged into one of a handful of 
categories, ranging from scrolling 
adventures to shoot-’em-ups. 

One category that seems to be 
growing is that which features cutesy 
characters moving through a quest. 
It's primarily those types of games |'ll 
be discussing this month. However, 
the first game up is a quest of a 
somewhat more serious nature. 


|: every field of artistic endeavor 


Mystertum 
Asmik for the Game Boy 


In this unique title you take on 
the role of a highly skilled alchemist 
(a medieval chemist, someone with 
the ability to transmute base mate- 
rials into other forms—like lead into 
gold) summoned to the Mysterium 
by its caretaker, Morda (an intelli- 
gent ant). Pools of fire, water, acid 
and mercury have been placed 
throughout the tunnels. Gamers can 
transmute and create what they will 
need to complete the quest, in 
order to solve the mystery of the 
“Mysterium” and free its denizens 
from “the grip of the beast.” 

What's particularly different about 
this title is the way it's played and 
how it looks. It’s rare that a hand- 
held gaming title tackles a first-per- 
son viewpoint in simulated 3-D, but 
that's just what Mysterium does. Your 
primary viewpoint is from the eyes 
of your in-game alter-ego. Press the 
joypad up and you take a step for- 
ward, push it down and you step 
back, left or right turns you in that 
direction. As you wander through 
the mazelike passages of the Mys- 
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ADVENTURES 
IN CUTENESS 


by 
Maurice Molyneaux 


terium, you will find scattered items 
and the pools you need fo trans- 
mute what you've collected. Scrolls 
sometimes give you hints as to what 
will happen if you put certain items 
into certain pools. For instance, in 
the very first part of the game you 
find a pool of fire, a piece of iron 
and a scroll telling you that putting 
the iron in the fire will melt the iron 
and produce a glass key. 

As you venture through your 
quest, you'll collect various items 
and try to figure out how to use 
them to aid you in finding your way 
through the depths of the Mys- 
terium. Along the way you'll 
encounter unfriendly beasts, who 
either don't want you to succeed or 
think you'd make a tasty appetizer. 
You'll have to evade or fight these 
dangers off if you wish to continue. 


Unfortunately, | haven't yet been 
able to “crack” Mysterium. It's tough 
to figure out just what to do with 
each item you have, and if you 
drop a particular item into the 
wrong pool, forget it, it's gone. 
What's particularly notable about this 
game is its complexity. In addition 
to the normal “view” of your sur- 
roundings, there is also a menu 
screen from which you can get, 
drop and examine items, check 
your stats, consult a map of where 
you've been, and so forth. A couple 
of things | didn't appreciate so much 
were the simplistic graphics (but you 
have to sacrifice something for 
pseudo 3-D, right?) and the music. 
The music is good, but it gets 
annoying. When you turn it off, all 
the sound effects go with it. 

If you're looking for games with 
“lots and lots of action,” keep look- 
ing. On the other hand, if you're 
looking for something a little less 
shooting-oriented and more of a 
brain-teaser, you ought to give Mys- 
teriuM Q try. 


Pac-Land 


Atari for the Lynx 


Just how many Pac-Man variants 
have there been? Let's see, there 
was Pac-Man, Ms. Pac-Man, Baby 
Pac-Man, Super Pac-Man, Pac-Man 
Plus, Pac-Man Jr. and Pac-Mania. 
Did | miss any? Oops, sure did, the 
subject of this review: Pac-Land. 

Pac-Land is not a direct sequel to 
any of the other Pac-games listed, 
rather, if was a spin-off of the late, 
unlamented Pac-Man Saturday 
morning cartoon, which in turn was 
a spin-off from the first batch of 
games. Since its inspiration was a 
cartoon series, and not just another 
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video game, Pac-Land doesn't 
look or play a whole heck of a lot 
like other Pac-titles. The idea of 
avoiding the ghost monsters is still 


there, as are the power 
pellets—which make Pac-Man 
momentarily capable of devouring 
his foes—but those are the only 
real elements held over from the 
other games. In Pac-Land there are 
no mazes, no dots to eat. Rather, 
Pac-Man must successfully cross the 
various sections of Pac-Land, dis- 
played as a horizontally scrolling 
city and country landscapes with 
multiple levels of depth. His goal? 
Why, to get the beautiful fairy 
princess Buttercup past the ghost 
monsters. 

You can make Pac-Man walk, 
run and jump his way through Pac- 
Land, but it’s not always easy to 
avoid the ghosts. They come at 
you on “foot,” in cars and buses, in 
airplanes (dropping itty 
bitty ghosts like bombs) 
and even on pogo sticks! 
When you run, you can out- 
distance pursuing ghosts, 
but at such speed you will 
have a greater risk of run- 
ning into those ahead. For- 
tunately, Pac-Man will now 
have the ability to jump 
and can leap over oppo- 
nents and obstacles. 

Because | was once an 
avid Ms. Pac-Man player, 
I've always liked the Pac- 
games, but I’ve got 
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mixed feelings 
about this one. The 
cartoony graphics 
are a nice change of 
pace, but the frantic 
“chase” aspect | 
enjoy in the other 
games is lacking. 
Also, the whole idea 
of having to help 
a “beautiful fairy 
princess” sticks in my 
craw. It doesn’t have 
any bearing on any- 
thing. Still, Pac-Land 
is a nice, playable game worth tak- 
ing a look af. 


Cyraid 


The title of the game is actually 
the name of the fortress of Professor 
Rogue, who has built 
an army of robots to 
carry out his plan of 
world domination. 
You are one of the 
“agents of peace” 
sent to destroy Rogue 
and the Cyraid for- | 
tress. (Is there a con- |g Cai NaC 
tradiction in that last sentence, 
or is it just me?) So far, so good, 
but Rogue has a plan to keep 
you (and your partner in Game 
Link mode) at bay; he has 








taken your mother, Natasia, host- 
age—oh, no, not another helpless 
female held prisoner! Yes, in two- 
player mode you and the other 
player are brothers. 

This foolishness aside, Cyraid is a 
pretty neat little game that | 
enjoyed more than I'd have 
guessed. Your job is to penetrate 
each room of the fortress complex 
in your quest to reach Rogue and 
save mommy. To clear a room, you 
must break open all of the energy 
blocks in it, thus gathering up their 
energy. Once you've done this, the 
door to the next room opens. 

The challenge is in getting to 
the energy blocks. You have to 
climb ladders, smash blocks and use 
special “magic” doors to go from 
place to place. While you're doing 
all of this, you have to avoid contact 
with the enemies in the room. You 
have no weapons per se, but you 
can use items in the room as wea- 
pons. You can push 
and kick blocks and 
ladder segments, 
sending them across 
the screen to bash 
enemies. Pushing 
blocks and ladders 
around is also re- 
quired to get around 
the room, 
and in some 
rooms you 
must actu- 
ally assem- 
ble a long 
ladder by 
connecting 
numerous 
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small ladder segments. 
Each level is something 
of a puzzle. How do you 
get from here to there, 
get the energy blocks 
and evade the monsters? 

Cyraid is not an action- 
packed contest, but it’s 
an interesting intellectual exercise 
that even those without blinding 
hand-eye coordination can make 
their way through. 


Mr. Do! 
Ocean for the Game Boy 


Here's another conversion of an 
older arcade title. Mr. Do! is similar 
to the old ar- 
cade favorite 
Dig Dug, in 
which you con- 
trol a little guy 
who _ tunnels 
around under- 
ground, drop- 
ping things on 
the heads of 
pursuing monsters. In Dig Dug your 
sole goal was to destroy these 
monsters. In Mr. Do! a Pac-Man- 
like aspect has been added. Pick- 
ing up all of the cherries on the 
screen results in the completion of 
the round. Interestingly, you can 
complete any level by either get- 
ting all the cherries or destroying all 
the monsters; either one will do. 

There are both naturally occurring 
tunnels and those that Mr. Do! 
makes as he moves about. The 
monsters—being just that—don't 
want you to succeed, and any con- 
tact with them results in “Mr. Do!” 
becoming “Mr. Splat!” Mr. Dol!'s first 
line of defense is his “magic ball,” 
which can be flung ahead of our 
hero. If the ball fails to find any 
monsters, it comes back for Mr. Do! 
to catch. If it hits and wipes out 
some monsters, it vanishes, and a 
few moments pass before Mr. Do! 
gets another one. The second line 
of defense is to move beneath an 
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Reminiscent of Dig 
Dug’s game play, 
gamers must tunnel 
around under- 
ground and drop 
objects on the heads 
of the ever-pursuing 
monsters in Ocean’s 
Mr. Do! 





don't under- 
stand why ap- 
ples and cher- 
ries are buried 
underground) 
and then tun- 
nel off to one 
side, leaving 
the apple to 


drop on the heads of pursuing 


monsters, if you time it right. Do it 
wrong and you could drop if on 
yourself! 

To say Mr. Do! is nothing new is 
stating the obvious, especially when 
one considers how many eons ago 
the original game came out. Still, it’s 
a fairly good game, if a bit repeti- 
tive. (And, in typing “Mr. Do!” so 
many times, | think I've just 
exhausted my annual quota of 
exclamation marks. ) 


Sneaky Snakes 


Tradewest for the Game Boy 


Great title, cute graphics, weird 
concept, a bear to control. 

That was my reaction after my 
first session with Sneaky Snakes. This 
bizarre little game, in which you 
take the title role of a slithering rep- 
tile, is definitely “different.” Your 
goal is to get your cold-blooded 


; apple (no, | 


buddy (Can you say “exothermic?” | 
knew you could!) through each of 
16 levels. 

Your snake begins his game 
“life” as a mere head and a single 
teeny body segment for his body 
(Are we talking snakes or worms 
here?). To get a-head in the world 
(sorry), he has to reach 
and open the portol 
elsewhere on the level. 
That is only possible by 
eating special goodies 
that add segments. When 
the snake’s body is long 
enough, it weighs enough 
F| to ring the bell of a spe- 
| cial scale that opens the 
portal. Your snake can 
slither, jump and swim to get past 
obstacles and reach goals. 

Eating goodies, known as nibb- 
leys, consumes much of your time. 
The Nibbleys bounce around, and 
you have to hit them with your 
forked tongue in order to consume 
them. Any collision with an enemy 
creature knocks off one body seg- 
ment, and when all segments are 
gone, that snake bites the big one. 
Fortunately, you can fight off most 
enemies with multiple lashes of your 
tongue (yuck!). 

Sneaky Snakes can be played 
by two players via the Game Link, 
allowing head-to-head competi- 
tion. Game play is essentially iden- 
tical fo a one-player game, 
except that whichever player exits 
the level first gets a bonus. The 
game seems to be okay, but | 
found controlling my snake a little 
harder than | like, and the 
omnipresent music got on my 
nerves. Still, it’s cute. 

Finally, | really hate to beat on a 
dead horse, but the instructions for 
this game state that your goal is to 
clear all 16-levels in order to save 
poor Sonia Snake. ARRGGHHH!!! 
When will video-game developers 
stop using this tired “save the 
princess” stuff? 

Gotta go! So many games, so lit- 
tle time! & 
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| Once he had a normal life, and 
a brilliant medical career— 
creating synthetic skin for 

| accident victims. Attacked by 
sadistic criminals, he became a 

| victim— his face burned 

\ §\| beyond recognition. Now 

| Darkman walks the night, 

& xy| seeking revenge on those who 
N ‘| destroyed his life. 
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GAME BOY 


SYSTEM® \aner" (te \ , Darkman TM and © 
\ } ‘ Universal Pictures, All rights 
Reserved. Nintendo? 
Gameboy?® and the official 
seals are trademarks of 
Nintendo of America, Inc. 


Ocean of America, Inc. 
1855 O'Toole Ave., Suite D-102, San Jose, CA 95131 
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ince | spent late February and 
SG: March recuperating from an 

eye operation, | had to forsake my 
usual pastimes like game playing and 
reading. It was most likely this elec- 
tronic-gaming deprivation that made 
me pay more attention than usual to 
the news. 

There was no shortage of notewor- 
thy stories. Three biggies overshad- 
owed all the others. And as important 
as they are individually, | believe they 
are like three pieces of a jigsaw puzzle. 
Considered together, they point to a 
major change in the business of elec- 
tronic gaming. 

The first one that caught my eye 
concerns possible infringements on 
copyrights held by Apple Corporation 
in conjunction with its Macintosh 
desktop. Interlocking lawsuits involve 
Hewlett-Packard, Microsoft and IBM. 
At stake is nothing less than the legiti- 
macy of the new generation of pro- 
grams, which includes HP’s New 
Wave and Microsoft's Windows. 

While the actual case is removed 
from the electronic-gaming world, it 
reminded me of the rising level of 
legal activity in the computer- and 
video-game field. Suits over Tetris, 
Nintendo’s efforts to restrain Lewis 
Galoob Toys’/Camerica’s Game Genie 
and the Accolade-Distinctive Software 
mess suggest that any company that 
wants to be a major player in electron- 
ic gaming in the ‘90s had better be 
ready to defend itself in court. 

The Cinemaware implosion was 
the second story. After six months of 
fast-break expansion, Cinemaware 
abruptly cut its staff by more than 
60% and left the software-publishing 
business. Did the public suddenly 
stop loving Cinemaware games? No, 
of course not. 
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THE BIG 
BUSINESS OF 
GAMING 


IS THE INDEPENDENT 
SOFTWARE PUBLISHER AN 
ENDANGERED SPECIES? 


by Arnie Katz 


Writer, edifor, lecturer and game 
designer Arnie Katz knows the field 
from every perspective. Each month, his 
column takes readers inside the world 
of video and computer games. This 
month Arnie analyzes three major news 
stories and sees the future of electronic 
gaming written in the headlines. 


Cinemaware was one of the indus- 
try’s leaders in sales per title. It failed 
not in the stores or on the home-gam- 
ing screens, but in the boardroom. 
The urge to merge caused Cine- 
maware to greatly expand its R&D 
during its year-long negotiation with 


Columbia Pictures. When that deal fell 
through, Cinemaware entered negotia- 
tions with Electronic Arts. That deal’s 
11th-hour collapse left Cinemaware 
way out on a limb. Lack of sufficient 
operating capital left only one option: 
trim the payroll, license as many prop- 
erties as possible to other publishers 
and abandon attempts to sell and mar- 
ket its own wares. 

Cinemaware’s quest for a well- 
heeled investor is completely under- 
standable. Either of the abortive deals 
would have greatly increased Cine- 
maware’s ability to acquire game-wor- 
thy pop-cultural licenses. As a member 
of the Columbia family, Cinemaware 
would have been able to tap the rich 
vein of movie licenses. EA’s world- 
wide marketing and distribution clout 
would have made it possible for Cine- 
maware to bid higher on available 
licenses. 

The third and final headline of note 
is the merger between Brgderbund 
and Sierra. Readily conceding that the 
Carlstons and the Williamses are out- 
standing people and credits to the 
industry, these first families of elec- 
tronic gaming attempted to join 
together to ensure survival. The mega- 
publisher created by this deal could 
have been tops in entertainment and 
also a significant leader in both educa- 
tional gaming and productivity soft- 
ware. Sierra was involved in both CD 
development and video gaming. 
Brgderbund and Sierra didn’t achieve 
success by accident. Both manage- 
ments have repeatedly displayed keen 
insight into developing industry trends 
and the flexibility to make adjustments 
soon enough to remain competitive 
and profitable. With Electronic Arts 
and Ocean Software working so close- 
ly, Brgderbund and Sierra felt they 
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AND GAMES 


"NO FALSE ADVERTISING HERE" 


5951 RIVERSIDE DR. STE. 73 CHINO, 
CA 91710 ¢ U.S.A. 
714/590-7701 ¢ FAX: 714/590-7701 
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LATEST TITLES * LOWEST PRICES 
EXPRESS SERVICE + VISA + WC + COD 
FREE SHIPPING IN CALIFORNIA 


v'd:T CAL:FORNIA'S LARGEST GAME STORE 


11390 VENTURA BLVD., SUITE 1 
NORTH HOLLYWOOD, CA 91604 


TWO NEW LOCATIONS SOON IN SOUTHERN CALIFORNIA (L.A. & ORANGE COUNTY) 


HOURS MON-SAT:10-7, SUN:1-5 PST 


orvers: 818-760-GAME (4263) 


CUSTOMER SERVICE/INOUIRIES: 818-760-4263 ext.99 


DEALER WHOLESALE INQUIRIES WELCOMED + FRANCHISE OPPORTUNITIES AVAILABLE 


SYSTEMS (NEW USED) 


180 GEO 


MegaDrivenew 


Genesis 
Sei O Neat 
(GENESIS) 


SUPER Famicom 





/NEGR DRIVE 


Veen 


Megadrive & 
| PC Engine 


NEO GEO 


Super 
Famicom 


Lynx & 


Game Gear 


Genesis & 
TurboGrafx 


new 


$169 
used $130 
new reduced 
used call 


TurboGrafx new reduced 


used call 


Super Famicom new $call 


-new $30+ 
-used $19+ 
-swap $9+ 
-new $49+ 
-used $39+ 
-swap $9+ 
-new $189+ 
-used$ 139+ 
-swap $494 
-new $79+ 
-used $49+ 
-swap $19+ 
-new $34+ 
-used $24+ 
-swap $9+ 


Neo Geo Access. call 
PC Engine Access. call 
TGX Access call 


| TGX CD Player 
MD Modem 
| MD CD Rom 


$359 
$129 
soon 


MD/Genesis Control Pad: 
MD SJ4500 $29 
HAPP Pro Control $29 
BEESHU Stnker $29 
Sega Pad $29 
MD XE-1 Joystick $49 
Genesis Arcade Stk.$48 


*and much more in our 


catalog. 


CONVERTERS 
MegaDrive/Genesis 
Converter (Play Mega 
Dnve on the Genesis 
$25 
PC Engine/TurboGrafx 
Converter (Play PC 
Engine on TurboGrafx) 
$35 


Latest Titles from Japan 

League Bowling $call 
Joy Joy Kid $call 
Blues Joumey $call 
King of Monsters $call 
Sengoku $call 
Burning Fight $call 
Alpha Mission $call 
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PORTABLE 
SYSTEMS 
TurboExpress 
Game Gear 
Lynx 

Game Boy 


* and more accessories in 


JAPANESE 
MAGAZINES 


MegaDrive Fan. 
Super Famicom 
Famitsu 

PC Engine Fan 
Beep MegaDrve 

* price indudes S&H 

* Subscriptions — Scail 


Genesis games 
MegaDrive games 
TurboGrafx games 
PC Engine Games 
Super Famicom Games $10 
NEO GEO games $20 
Super Famicom Sys. $40 
NEO GEO Sys. $40 
(Systems not by mail) 
LOWEST PRICES 
WE MATCH PRICES 





We Pay You/We Sell 


*Abrams Butnk — $26/$44 
After Burner II 12/29 
Air Diver 18/29 
Airbuster 20/44 
Alex Kidd 10/22 
*Alien Storm 26/44 
*Arcus Odyessy 26/44 
Arrow Flash 26/44 
Atme Robo Kid 10/29 
*688 Attack Sub 38/69 — *Power Ball 
Battle Squadron 16/26 Rambo III 
*Battle Tank 26/44 *RBI III 
*Beanball Benny 26/44 evenge Shinobi 
*Bimini Run 26/44 —*Road Blasters. 
*Block Out 26/44 *Road Rash 
Budokahn 18/29 Sagaia 
Burning Force 12/22 Shadow Blaster 

Ss 

Ss 


Mystic Defender 
*Paperboy 

Pat Riley Bsktbl 
*Pend Laird 
PGA Tour Golf 
Phantasy Str II 
*Phantasy Str IIT 
Phelios 
Populous 


Bustr Doug Bxg 12/29 hadow Dancer 
Colums 12/19 hove It 

*Crack Down 26/44 *SkI/Crossbns 
*Cross Fire 24/39 Soccer 

*Curse 22/36 — *Sonic Hdghog 
Cyberball 14/24 Space Harrier II 
D.J. Boy 8/19 Space Invaders 
*Dando 26/44 Spiderman 

*Dark Cast! 26/44 *Storm Lord 

Dick Tracy 16/29 Strider 

*Dinoland 26/44 Supr Hang On 

Dyn Duke 16/26 Supr Hydlide 
E-Swat 14/26 Supr Monoco GP 
Final Zone 16/26 Supr Thndr Bld 

Fire Shark 22/36 — Supr Vlybl 

Flicky 16/24 *Swampthing 
Forgotten Wrlds 14/22 Sword Sudan 

Ful Labyrinth 12/34 = Swrd Vermillion 
Gain Ground 26/44 sorda Bsbl 
Gaires 28/44 — Target Earth 

Ghost Busters 14/24 Techno Cop 
Ghouls Ghosts 14/24 Thndr Force II 
Golden Axe 20/36 Thndr Force III 
Golf 16/26 Trmpln Terror 
Granada 12/24 Truxton 

Hard Driven 16/29 Valis III 

Hell Fire 14/26 *Wardner 

Herzog Zwie 22/39 — *Warriors of Rome 
Insector X 22/36 = Whip Rush 

20/34 Zany Golf 

24/39 = Zoom 

26/44 
12/39 
22/36 
22/39 
26/44 
20/32 
28/49 
12/19 
14/24 
26/44 
22/42 
30/54 
26/44 
26/44 
24/39 
30/54 
26/44 
26/44 








Ishido 

James Pond 
*Jessie the Body 
Joe Mntana Ftbl 
John Madn Ftbl 
*Kage Ki 
*Kings Bounty 
KLAX 

Lakers Celtics 
Last Battle 

M Jcksn Mnwikr 
*Maze Hunter 
Mcky M. Castle 
*Meres 
*Mdnght Resist 
*Might & Magic 
*Missle Defense 
*Mondus Fght Palce 
*Ms, Pacman 
Musha 


CALL TO 
ORDER 


MOST GAMES DELIVERED 
WITHIN 2 BUSINESS DAYS 
(When ordering by Credit Card) 


=. SS 


FREE MEMBERSHIP— Just fill 
out coupon and mail in. You will 
receive "The Fun Club" catalog. 
THE FUN CLUB p 
4948 Highway 169 North, New Hope, MN 55428 


Name 


Cleaner 

Control Deck-New 
Control Dk-Used 
Controller 
Controller (NEW) 
Misc Joystick 
Power Joystick 
Pwrbse Converter 
Scope Glass 


GAME UNIT 
Dragon Crystal 
G-Loc 

M. Mouse Castle 
Psychic World 
Revenge/Drancon 
Super Monaco GP 





We Pay You/We Sell 
$12/$22 


30/54 
12/19 
26/44 
14/42 
18/42 
38/69 
12/22 
24/39 
26/44 
14/24 
26/44 
14/29 
26/44 
26/44 
26/44 
12/24 
20/39 

6/19 
26/44 
14/24 
30/54 
10/18 
26/44 
28/49 
26/44 
22/54 
4/24 
18/29 
8/29 
16/26 
22/36 
26/44 
20/32 
8/39 
6/29 
6/14 
26/42 
2/19 
28/48 
18/29 
12/24 
26/44 
26/44 
26/44 
18/29 
12/22 

8/16 





ACCESSORIES 
$14.95 
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90/129 


10/19 
24 
4/12 
26/49 
14/24 
10/19 


GAME GEAR 
$70/$129 


16/26 
18/29 
18/29 
16/26 
16/26 
18/29 


(612) 533-8118 
FUNCO, INC. 


All Games Come With 
A 90-Day Warranty 








Address. 





City 





State 
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needed the merger to remain competi- 
tive in the areas of marketing, distribu- 
tion and property acquisition. 
Problems regarding 
the agreement of 
management 
structure within 
the new consoli- 
dated company 
resulted in the 
termination of 
the merger. 

By now 
you've no- 
ticed the com- 
mon thread run- 
ning through 
these stories: big- 
ger is better. It’s 
becoming _ in- 
creasingly difficult, if not down- 
right impossible, for a 1991 
entrepreneur to follow in the footsteps 
of the Carlstons or Ken Williams or 
even Bob Jacob. The cost of entry into 
the electronic-gaming business is ris- 
ing rapidly, and there doesn’t seem to 
be any end in sight. 

Once upon atime, a bright and 
enthusiastic software entrepreneur 
could stick a product in a plastic bag, 
slap a typewritten label on it and 
have a reasonably good chance of 
getting some distribution in comput- 
er stores and other outlets. Anyone 
with a good piece of software could 
start a game-publishing company in 
his or her living room on a very mod- 
est budget. 

Today, few retailers would even 
consider handling a game packaged 
in a plastic bag. A colorful box, a pro- 
motional campaign and some adver- 
tising are now vital to the success of 
any newly introduced game. Outfits 
that can’t afford this type of support 
are simply not getting to play. It is 
inevitable that publishers that can 
afford the most expensive licenses, 
the heaviest sales and marketing 
push and the most outstanding pack- 
aging and point-of-sale materials will 
capture the lion’s share of the 
market. 

Electronic-gaming veterans know 
their industry’s history. Hundreds of 
companies have come and gone, some 
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despite enor- 
mous short- 
term success, 
because they 
failed to do 
the things 
necessary to 
keep them 
viable and com- 
petitive. 

The ris- 
ing cost of 
developing 
and marketing 
a major new 
electronic 
game puts 
companies 
with the 
financial 
and person- 
nel resources in 
the driver’s seat. If interactive CD 
entertainment develops into a mass 
market as expected, it will put a fur- 
ther premium on bigness. Meanwhile, 
small publishers with specialty prod- 
ucts or very limited catalogs will expe- 
rience more and more difficulty in get- 
ting comprehensive market 
distribution and adequate 
retail shelf space. 

Look for mergers and 
buy outs to dominate 
electronic-gaming 
business news for the 
next several years. 
Virtually every elec- 
tronic-entertainment 
software publisher 
will be part of a 
media conglomerate, 
movie company or 
print empire by the 
mid-’90s. Few inde- 
pendent software 
publishers will sur- 
vive without at least a 
strong affiliate deal 
with one of the 
majors. 

Hollywood 
will replace the 
nation’s ga- 
rages and 
dens as the 
cradle of 


























new software companies. The bigger 
electronic gaming gets, the more 
media giants in allied fields will want 
to get into ours. 

Is this the end of the American soft- 
ware dream? It isn’t really dead, just in 
suspended animation for a while. 
When and if electronic gaming grows 
into a true mass-entertainment mar- 
ket, a new generation of small publish- 
ers will appear to meet the special 
needs of key segments of the total 
gaming audience. 

The situation in the gaming indus- 
try may become analogous to that of 
the comic book business. Marvel and 
DC use their immense marketing 
clout to blast rival publishers of 
superhero and adventure comic 
books off the newsstand. Just as 
these two goliaths were poised to 
carve up the comic-book business, 
the so-called ground-level publishers 
popped into existence. Denied the 
newsstand, they settled for what was 
then a mere handful of comic-book 
stores. Now that such speciality 
shops account for at least half of all 
comic-book sales, the leading produc- 
ers of ground-level comics 
have become muitimillion- 
dollar operations. 

The same could 
happen in electronic 
gaming. The chain 





L software stores of 
= the future, prospect- 

——- = d 
Wanna gs 8 ing for unusual and 


distinctive items to 
appeal to their best 
customers, are likely 
to turn to small pub- 
lishers for those out- 
of-the-ordinary, spe- 
cial games. 

But all that takes 
place the day after 
tomorrow. For now, 
get ready to enjoy 
the benefits and 
curse the defi- 
ciencies of 
big-time 
enter- 
tainment 
software 


publishing. i 
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CALL “ALWAYS 


812-479-0001 VIDEO GAN E THE NEWEST 


FOR TITLE TITLES WITH 


AVAILABILITY THE BEST 
OR PRICE HEADQUARTERS PRICES" 


1-800-441-2984 ORDERS ONLY 


Genesis)” or 
Game Gear 
TV Tuner .. f 


Genesis System ...... $149.00 Phelios B AC Adapter 
Abrams Battle Tank .... $47. Pit Fight 47.95 Battery Pack 
Airbuster ae Populous .. : x Dragon Crystal 
Alien Storm . dl Powerball $4 G-Loc .... 


po ee a 


Buy 2-Get 1 Free! 


Selected Games 












TRADE-IN YOUR UNWANTED VIDEO GAMES 
OR SYSTEMS & SAVE $5 - $100.00 
FOR EACH ONE WE NEED! 


Rambo Ill .. 
Rastan Saga ll . 
BI IIL ‘ 


Bin Run New & Used Video Games & Systems 


Mega Drive « Nintendo = Genesis = Sega Game Boy 
Turbo-Graphics = Neo Geo = Lynx 


Death By Steel 
Blues Journey 


Boats D a 
eath Duel a i i 
Sonic the Hedgegog .... $44. Ghroet Bilas 


B-Eyes .. a i 

Elemental Master rt 4 688 Attack Sub . 
Fantasia 

Fatal Labyrinth 

Faery Tale Adventure .. 

Gaiares .. 

Gain Groun 

Hardball 


Radio Controlled Vehicles & Models 
Skateboards = Clothing = Sneakers 


per ‘. $36.95 
oo ; x Super Volleyball 3 i ™ 
Lakers vs. Celtics | Swamp Thing ... $43.95 Super Nintendo 
Midnight Resistan A Swiote of Ae nr 41.95 Fail Steaiet Fighter 
Might & Magi 5 195i TarghanicinieiaecaS42! Bill Latmbeer Com. Basketball 

Task Force $54, F Zero 

Techno Cop.. 46. Simpsons 

Thunder Force Ill if i Super R-Type 

Tommy Lasorda 50. Castlevania IV 

Valis | 4, TMNT 

Wardner .. 4.95 cola 

Warrier of Rom Ne i im Ci 

Whip Push. ! 43.95 John Madden Football 
Wings of Wor it K Lakers vs. Celtics 





VIDEO GAME TRADE-IN CENTER 
982 Monroe Ave. 
Rochester, N.Y. 14620 


(716) 244-8321 


VISA & MASTERCARD Money Orders treated as cash, | 2"d hardware shipping. = ca Sa” Ra Ws” is” Wa, Wa”, a, —I 






Video Game Headquarters does not guarantee compata- Shipping: 

bility with any system. No refunds. Exchanges only forun- | UPS ground $3.50 /order on 
opened software on in-stock merchandise. Everything is | games. 2nd day air/$6.00. 
subject to change. Call for alternative shipping 
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Japanese Games & Systems [ 
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P.O. Box 15371, Evansville, IN 47716 
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24 HOUR 


ORDER/INFO LINE LYNX™ 


214) 218-5800 | Genesis” 


Te 
Personal Arcade 
inorere es Nee cree nor 
AM ATARI 7800 ie stock games ship within 24 hours. All caren: ae brantliriew, ATARI X E = [UBB 


even though our prices resemble other's charges for used 
games. Normal UPS shipping and insurance is $1 per 


Careco Vision ie cartridge and $5 per game system. Texas residents must pay JOYSTICKS R A ct 


7.25% sales tax. A single $3 processing charge is assessed 
per order. Prices and availability subject-to change. We are 


id to be ber of the Better Busi Bi f 
ATARI aM 5200” Dallas, and have bean pallies Str caehbriote alnica 1986. a ACCESSORIES 


COMPARE OUR SERVICE AND SELECTION! HAND HELDS 


GAME BOY~ HERE ARE JUST A FEW EXAMPLES INTELLIVISION ™ 


SEGA GENESIS TURBOGRAFX-16 GAME BOY ATARI LYNX SUPER NES 


Game System $139.95 Game System $99.95 Game System $89.95 Lynx Portable $99.95 Game System $199.95 
Stereo Speakers $19.95 TurboGrafx-CD $279.95 Screen Magnifier $10.95 Chess Challenge $39.95 Pilotwings $59.95 
Spiderman $49.95 TurboExpress $299.95 Stereo Amplifier $14.95 Qix $39.95 F-Zero $59.95 


COLECOVISION NEO-GEO SEGA GAME GEAR ATARI 7800 SEGA MASTER 


Game System $99.95 Game System $439.95 Game System $149.95 Game System $39.95 Master System 2 $59.95 
Hand Controller $19.95 Cyber-Lip $189.95 Shinobi $34.95 Robotron $14.95 Ghouls N Ghosts $39.95 
Over 90 Titles Available!! Super Spy $199.95 Slider $29.95 Galaga $14.95 Ultima 4 $79.95 


——— FOR A COMPLETE CATALOG TELEGAMES USA 
VISA SEND YOUR NAME, ADDRESS, AND MACHINE TYPE « » actercare 


ee PLUS $1 FOR POSTAGE AND HANDLING TO: BOX 901V - LANCASTER, TEXAS 75146 
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ame Doc Central is a riot of 

activity as thousands of work- 

ers prepare for next month’s 
special tenth-anniversary column! 
That’s right, next month’s issue of 
VIDEOGAMES & CompPuTER ENTERTAINMENT 
will represent the Doc’s tenth year of 
providing sometimes satisfactory 
answers to your increasingly penetrat- 
ing queries. In order to celebrate (in 
addition to the Superdome festivities, 
the new Game Doctor balloon for the 
Macy’s Thanksgiving Day parade and 
the TV special, of course) every peti- 
tioner who has a letter published in 
the next column will receive a Game 
Doctor Prize Packet of useless promo- 
tional material from the world of inter- 
active gaming. 

Meanwhile, as the staff here read- 
ies the office for the arrival of the TV 
cameras and while our new Game 
Nurse Becky (anybody remember the 
name of our last Game Nurse? A Spe- 
cial Game Packet to the first correct 
answer!) is busy assembling Prize 
Packets for next month’s monumental 
occasion, VG&CE and | thought this 
would be a great opportunity to fit in 
some great Os, which were squeezed 
out of the last few columns as a result 
of space limitations. Take it away! 


q.Werstion 


Over the past two to three years | 
have noticed an advancement in Nin- 
tendo cartridges. Since | first pur- 
chased my NES, games have gotten 
longer and some great graphics have 
accompanied more recent carts. 

Now, getting to my question, | 
recently purchased a Genesis system 
and was wondering if the system 
could one day advance as much as the 
NES. Also, why is it that the NES has 
gotten so strong? Did it always have 
these capabilities? 

—David Brinkman 
Chicago, Illinois 





Several things explain the improve- 
ment in the NES. First, any system 
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PREANNIVERSARY 
CLEAN-UP O&As! 


by 
the Game Doctor 


that remains popular over a period of 
several years sees an evolutionary 
improvement in its software. Look at 
the early games for the Atari 2600 
(VCS), a system that was basically 
designed to play Pong-style games. 
Then look at the amazing stuff that 
companies like Absolute Entertain- 
ment produce for it today. As develop- 
ers gain more experience and build 
better tools, it’s only natural that the 
games they produce for any given sys- 
tem will become more and more 
sophisticated. 

The other reason for the upgrade is 
improved technology. The NES, for 
example, has seen the development of 
several new chips that greatly 
enhance its system’s visual capabili- 
ties. But here’s a formula for you: 
Increased Memory = Increased $. 

The more memory that’s packed 
into a game cartridge, the more 
expensive that game is going to be, 
and video games are already pushing 
the upper limits of consumer toler- 
ance. Certainly Genesis games will 
look better as time goes on and devel- 
opers gain more experience and make 
use of those superior tools, but as for 
the amount of extra memory that can 


be loaded into the software, that is a 
tougher problem to lick. 


qweet ion 


lam writing this letter to ask advice 
on my future purchase of a personal 
computer. My limited contact in the 
gaming genre is my NES, which | 
enjoy very much; | love the games, 
and they have given me hours of 
enjoyment. Now | am ready to 
advance my game playing. 

| have done considerable research 
into my future purchase, reading your 
magazine every month from cover to 
cover and doing some outside reading 
on computers and, quite frankly, it can 
be confusing. At one time, | was going 
to buy a Genesis, but my wife’s going 
to enroll in college, and | thought that | 
could please both of us by buying a 
home computer. She could do her 
school papers and research, while | 
would be able to play games with the 
depth, complexity and superior graph- 
ics that | am looking for. 

The problem is, what to buy? Since 
| consider this an investment, | want to 
do it right. A computer-enthusiast 
friend of mine suggested the 386SX. 
He says it’s not too much or too little 
for our use, but at around $2,000 for a 
system, | don't want to get one when | 
could get a 286 for a lot less and be 
just as happy. | know that | want [the 
system] to be IBM-compatible, have 
VGA graphics comparable to a 16-bit 
game machine or even better and the 
fluidity of movement that would make 
the games complete. 

I’m willing to pay more money in 
order to get what I’m looking for, but if 
| can save some of my hard-earned 
money, | would appreciate your help. | 
also know that you can’t tell me what 
to buy, but any help would be greatly 
appreciated! 

—Troy Bateman 
Ft. Collins, Colorado 


a mere 
As long as the ground rules have 


been so clearly established, | think | 
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can give you some helpful advice, 
Troy. From the description of your 
needs, | doubt very much that you’d 
be “just as happy” with a 286/12MhZ 
PC system. For one thing, many 
games have to be run at slower 
speeds, and background graphics 
have to be eliminated in order to run 
others on 286 machines. 

In addition to a VGA monitor, you 
will also want a joystick and card, a 
sound system of some sort (Sound- 
blaster, Ad Lib, Roland, etc.) and a 
hard drive. The hard drive is crucial 
because VGA games can take up 
tremendous amounts of disk space. 
Companies like Sierra, Access and 
Dynamix have produced VGA games 
requiring ten or more disks, and 
believe me, that much disk switching 
will quickly ruin a game. 


question 


| own a Genesis [and] one day 
when | was playing Super Hang-On, | 
removed the game while the power 
was on and inserted Revenge of Shi- 
nobi. To my amazement, the title 
screen read: “The Super Shinobi”! | 
pressed START and—voila!—I had 
obtained 99 men and 899 throwing 
stars! | tried inserting other games, 
removing them and putting new 
games in. Each game had a unique 
result (although not all games 
changed): 99 men, extra hard difficul- 
ty, Japanese title screens, etc. | 
thought all this was great until | read 
that doing these kinds of tricks can 
seriously damage the Genesis. 

One more thing: Tell me what the 
heck that slot in the lower right side of 
my Genesis is for. The reason I’m ask- 
ing is because | touched my Ghouls 
‘n’ Ghosts game chip to the silver 
thing (after the red cover is taken off 
there is a silver thing), and my game 
was erased. 

—Steve Verrastro 
Port Chester, New York 


amsne t 


The trick you discovered can be a 
dangerous one, Steve, for both your 
Genesis and the game cartridges. Now 
| may be an old fuddy-duddy, but from 
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my very first day in Medi-Game 
School (I graduated from the Universi- 
ty of Bally at Midway, by the way) they 
taught me two things: 

¢ Never remove a cartridge from a 

machine with the power still on. 

¢ Never insert a cartridge into a 

machine with the power still on. 

Since your trick—while undeniably 
clever—violates both those rules, I'd 
be careful of doing this again in the 
future if | were you. After all, one fried 
game cart should be enough for a 
while. 

Speaking of that fried cartridge, 
didn't you notice that the “red thing” 
you removed had the message “Do 
Not Remove” inscribed on it in large 
letters? It’s my guess this is one of 
those slots that video-game hardware 
designers include on machines as 
inputs for future peripherals. It may 
have been energized, however, hence 
your disappearing program. 

By the way, Steve, thanks for the 
photo of the dismantled cartridge; that 
was something my collection was 


missing. 
q u eet ive n 


I’ve had an Apple Ilgs for four 
years, and I'd like to know what's hap- 
pened to the production of software 
for it? The llgs is supposed to be one 
of the best computers today, isn’t it? | 
go into a software store, and there are 
only one or two shelves of Apple II 
software; the rest is filled with IBM. 
Same with the game-review section 
of your magazine (which is a very 
good column). 

—Ryan Kamins 
Northridge, California 


amsnre 


Bad news about the Ilgs, Ryan. It 
hasn't made it. There are two basic 
reasons why there is so little software 
for this computer: 

1. The computer proved extremely 
difficult to produce games on, which 
meant that every Ilgs edition requires 
a major commitment of time and 
money on the part of publishers. 

2. The demise of the entire Apple II 
line. Since the Ilgs was downwardly 


compatible, it benefitted from the 
huge library of Apple II software when 
it was first released. These days most 
distributors don’t want to mess with 
Apple Il software, so the publishers 
don’t produce any, which means 
there’s nothing in the stores and 
hence, nothing for VG&CE to review. 


q Werstion 


| think Sega has a winner with its 
new Game Gear handheld system. 
From all | can tell from VG&CE, the 
Game Gear's graphics look clearer and 
crisper than Atari’s Lynx system. Is 
this possible? Isn’t the Lynx’ 16-bit sys- 
tem more powerful than the Game 
Gear’s 8-bit system? Or is the Game 
Gear also a 16-bit system? 
—James Freeport 
Worcester, Massachusetts 


amsre 


Having played extensively with the 
Lynx and having tested the Game 
Gear at CES for over an hour, I’d have 
to say the graphics are pretty compa- 
rable, with a slight edge going to the 
Game Gear. However, neither system 
uses a 16-bit CPU. The Lynx uses a 
backlit liquid crystal display (LCD) that 
is capable of producing 16 (out of 
4,096) colors simultaneously with 160 
x 102 pixel resolution. The processing 
speed is quite fast—16 MHz. The Lynx 
has 64K of internal RAM, and the soft- 
ware cards can hold up to 16 megabits 
(not megabytes) of data. The Game 
Gear uses a backlighting LCD technol- 
ogy similar to the Lynx’s and boasts a 
slightly improved graphic resolution 
of 160 x 146 pixels. The Game Gear 
has the same number of total colors 
as the Lynx, but can display 32 of 
them simultaneously. 

Remember, when the numbers are 
this close, the software is the true tie- 
breaker. 

And that’s it. The final chapter clos- 
es on the Doc's first decade. Be here 
next month for the dawn of the sec- 
ona! Aloha! 

Remember, send those questions, 
comments and corrections to Game 
Doctor, 330 S. Decatur, Suite 152, 
Las Vegas, NV 89107. 2 
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For me, the best part of Spider-Man Vs. 
The Kingpin is the feeling of having assumed 
the web-slinger’s identity and facing all of the 
dangers associated with that role—right in 
the comfort of my own home. At one point 
early in the game, | found myself crawling on 
the ceiling of a warehouse, and my thumb 
started to ache because | had just realized 
that if | let go of that “C” button, even for a 
split-second, | would lose my grip and plum- 
met straight down into a snarling pit of rabid 
German shepherds and bloodthirsty hood- 
lums with pistols and switchblades. That's 
exactly the kind of thrill | expect from this 
type of video game—whoa, my spider sense 
is tingling again! 

—C.B. 
Sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(415) 742-9300 


Faria: A Land of 
Mystery and Danger 


ASCII ENTERTAINMENT INC. (FORMERLY NEXOFT) 
For the Nintendo Entertainment 
System ($54.99) 





Magic, monsters, battles and quests—all 
essential ingredients for a fantasy role-play- 
ing game. These are ingredients that abound 
in Faria, fortunately! When | received this 
cart, | expected a couple of things from the 
same company that did the Wizardry transla- 
tion—a good challenge and a solid game. | 
wasn't disappointed. 

Every quest has a story behind it, and this 
one isn’t any different. The land of Faria was 
once troubled by a seemingly invincible evil 
wizard, who tortured the people and the land. 
Other magicians loyal to the King of Faria cre- 
ated a dragon through magic and had the 
dragon defeat the cruel wizard. The king then 
had the wizard imprisoned within a magic 
sword, but warned that if he ever escaped, 
only a foreigner would be able to defeat him. 
Time passed and peace prevailed, but once 
again evil creeps forth—and luckily a stranger 
has just made an appearance. 

As the stranger in Faria, you go before the 
king, who asks that you go on a quest in 
search of his daughter, who has been kid- 
napped. Sounds like a fairly straightforward 
plot so far, but not so fast. Unlike many other 
adventures, this first quest is just that, the first 
of many that you will have to undertake in 
order to save Faria from the evil that threatens 
it. After rescuing his daughter, the king throws 
a party, but somebody poisons the caviar, so 
you must search for a cure. Once you have 
saved the populous from poison, the king him- 
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self is threatened and your quests continue. 

Faria covers a wide area, with several con- 
tinents, caves, lakes, forests and towers to be 
explored. Many weapons, armor, magic, 
potions and objects must be found and prop- 
erly used. There are many shopkeepers and 
townspeople to be questioned. Many of the 
items aren't simply bought—clues given 
occasionally by the inhabitants of Faria lead 
to many important items. Basically, 
we are talking adventure on a large 
scale here. 

As you roam about this land- 
scape, random encounters are fre- 
quent. While it might seem quicker 
to just move straight through a for- 
est rather than going around, just 
remember that the big guys like to 
hide out there and have healthy 

appetites for strangers. 

Strategy is much more impor- 
tant than a quick sword in figuring 
out the many puzzles that will pre- 
sent themselves throughout the 
course of the game. The skill of 
accurate mapmaking is essential 
for progress in the towers and 
caves you'll come across. 

Your character's statistics are 
fairly simple. Offensive and defen- 

sive abilities are based on your weapons and 
armor respectively, with experience points 
determining how high your maximum hit 
points progress. Your character may carry 
more and more items as his levels hit points 
increase. 

As far as the meat of the game goes, 
everything is pretty good. The windowing 
features found in Wizardry are also present 
here, making everything easy to manipulate. 
The quests are challenging— difficult 
without being excessive—and keep you 
interested. Graphics and sound aren't 
incredible, but they get you by well 
enough. 

Faria has a battery backup, so 
progress may be saved in several areas 
of the game using the normal methods 
of holding in RESET before powering 
down. If you die and haven't saved, 
don’t worry. Unlimited lives are avail- 
able, and you are placed back in the 
last place you saved, though perhaps minus 
gold and some items. 

What really makes Faria attractive is the 
way the quests are set up. They proceed logi- 
cally from one another, and each builds upon 
the progress you have already made, with 
much crisscrossing of the land necessary as 
you visit and revisit places as new informa- 
tion is presented. | would definitely recom- 
mend Faria for adventure gamers looking for 
a fresh challenge. 

—B. W. 
Nexoft 
11105 Dana Circle 
Cypress, CA 90630 
(714) 373-2072 
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"Receive a $10 Bonus when you sell back 5 or , 
«more Genesis cartridges. Return this coupon , 
«with your cartridges for your $10 Bonus. (VG9) , 








USED NINTENDO® CARTRIDGES 


Nintendo is a registered trademark of Nintendo of America Inc. 


We Sell Used / We Buy 





To sell back your cartridges, — | join We Sell Used / We Buy 






















































, ; North and South —29.95/15.00 Vegas Dream 39.95/24.00 
please follow these instructions: , Pac Man 34.95/20.00 WaronWheels —29.95/15.00 SEGA ™ 
5 Pacmania 34.95/20.00 Werewolf 24.95/12.00 = 
| 1. You DO NOT NEED to call or obtain authorization before Palamedes 29.95/15.00 Wheel of Fortune 29.95/15.00 
sending in your cartriges. | Paperboy 29.95/15.00 Family Edition  29.95/15.00 GE N ES | = 
| 2. Pack your cartridges carefully. Include your Name, Complete Pictionary 29.95/15.00 Junior 24.95/ 12.00 
Address and Phone Number ona piece of paper INSIDE Pipe Dream 24.95/12.00 Whomp ‘em 29.95/15.00 
the box with your cartridges. | Power Blade 29.95/15.00 Willow 24.95/12.00 Cart ridges 
| 3. Send your cartridges via U.P.S. or Registered U.S. Mail tothe — Princess Tomato in the Wizardry 29.95/15.00 
address below. To receive prices in this ad, you must include | Salad Kingdom — 24.95/12.00 World Champ 29.95/15.00 We Sell Used / We Buy We Sell Used / We Buy 
free rcenean tome belawon the OUTEIDE It your package,” Punch Out 19.95/8.00 World Championship 688 Attack Sub ——-44,95/25.00 Last Battle 19.95/10.00 
4. You may use the money from your cartridges to buy other Punch Out Wrestling _ 29.95/15.00 Abrams Battle Tank 44.95/25.00 + Moonwalker 29.95/15.00 
cartridges. If you wish to buy other cartridges, please list | (Mike Tyson) 29.95/15.00 Wrestlemania Air Buster 34.95/18.00 | MUSHA 34.95/18.00 
| them on the same piece of paper with your Name, Address, Qix 29.95/15.00 Challenge 34.95/20.00 — Afterbumer II 29.95/15.00 — Mystic Defender 24.95/12.00 
and Phone Number. If you want CASH FOR YOUR RBI Baseball 24.95/12.00 XMen 19.95/8.00 Air Diver 24:95/12.00 NAL Hocke; 44.95/25.00 
CARTRIDGES ill send heck within 2-3 d f | i raaee 
| RT , We will send you a check within 2-3 days of | RBI Baseball2  29.95/15.00 Yo! Noid 29.95/15.00 Alex Kidd 24.95/12.00 Pat Riley Basketball  24.95/12.00 
receiving your cartridges. Rad Racer 2 29,95/ 15.00 ; Amold Palmer Golf 29.95/15.00 PGA Tour 44.95/25.00 
Don't wait weeks or months for payment for your cartridges, | Rampage 24.95/12.00 When selling back your Arrow Flash 29.95/15.00 Phantasy Star Il 37.95/20.00 
| receive payment or other cartridges FAST from BRE Software. Rescue Rangers  34.95/20.00 Nintendo cartridges, we deduct Atomic Robo Kid 29.95/15.00 Phantasy Star ill 44.95/25.00 
= FS Ee eC —  — = Bing King 29.95/15.00 $2.00 for each missing box and Bat Man 44.95/25.00  Phelios 29.95/15.00 
We Sell Used / We Buy We Sell Used / We Buy ero ah ing s00 for missing Inetvuptions. Battle Squadron 29.95/15.00  Populous 29,95/15.00 
95/12. hough all Nintendo Bimini Run 34.95/18.00 Rambo Ill 24.95/12.00 
ren Dees Beoccay Fait Bipek aouaen Robocop 2 34.95/20.00 cartridges include instructions, Budokan 29.95/15.00 RastanSaga ll  34.95/18.00 
Adventure Island 29.95/15.00 Fighting Got  24.95/12.00 Rocket Ranger 29.95/15.00 some may not have the original Buming Force 29.95/15.00 Revenge of Shinobi 24.95/12.00 
ee iene ataconon. Heal eeptny 24.98/12.00 Roger Rabbit 29.95/15.00 box. If you require a box with —_ Buster Douglas Sagaia 34.95/18.00 
Renee : cee Partin One “e’™ Romance of the your cartridge, please make a Boxing 34.95/18.00 Shadow Blaster 29.95/ 15.00 
in Maaic Kingd 5/20. Built to Win 29,95/15.00 qu fife Kingdoms 34.95/20.00 note of it with your order. Castle of Illusion 37.95/20.00 Shadow Dancer 34.95/ 18.00 
Ret ce egn: Gaurgiat Ta.s5/8.00 Stadow of the Ninja29.95/ 15.00 Columns 29.95/15.00 Shove lt 24,95/12.00 
Advelisi? suas Gaia? aaosiomo Swantnt,  aumegee Used Ge ee ear a et 
Adv. of Rad Gravity34.95/20.00 Genghis Khan ——29.95/15.00 Gide Pocket 34.95/20.00 nea ans rie denog ey 
i : : ick Tracy 29.95/ 15.00 ace Harrier II 24.95/12.00 
arch aves oe Ghostbusters 2495/1200 Sint Service 24.95/12.00 T urboGrafx 16 DJ Boy 29,95/15.00 aa Invaders 91 29.95/15.00 
Bandit Kings ENS ie 2995/1500 pte Surfer oo ne Cartridges Dynamite Duke 29.95/15.00 Star Control 44.95/25.00 
of Ancient China 34.95/20.00 Gilligan's Island 24.95/12.00 Gute orpie2 a4 gs/1290 Ae Blasters 34.95/18.00 E Swat 29.95/15.00  Stonmlord 44.95/25.00 
Base Wars 34.95/20.00 Godzilla 19.95/8.00 ain, Sey4enq Alien Crush 19.95/10.00 Fantasia _ 37.95/20.00 Strider 44.95/25.00 
eel k Ski or Die 29.95/15.00 Battle Royal 1 Fatal Labyrinth 29.95/15.00 Super Hang On 24.95/12.00 
Baseball Gremlins 2 29.95/15.00 ttle Royale 34.95/ 18.00 g 
; Guerilla Wars 49.95/8.00 o*Y Shark 19.95/8.00 Blazing Lazers 24.95/12.00 _Final Zone 29.95/15.00 Super Hydlide 29.95/15.00 
Ls a a maorsahor mere’ Snake Rattle N Roll 24.95/12.00 Fire Shark 29.95/15.00 SuperMonacoGP  29.95/15.00 
Baseball Stars 39.95/24.00 Harlem Bloody Wolf 34.95/18.00 r pi 
one Snakes Revenge —24.95/12.00 Bonk’s Ad 19.95/10.00 _Flicky 19.95/10.00 Super Thunder Blade 24.95/12.00 
Battle Chess 29.95/15.00 Globetrotters -29.95/ 15.00 saigmon's K 24.95/12.09 Bonk’ Adventure —19.95/10.00 
Battle of Olympus 29.95/15.00 Heavy Shreddin  29.95/15.00 ai Ysa as is 00 Lomks Revenge —37.95/20.00 Forgotten Worlds 24.95/12.00 Super Volleyball 29,95/ 15.00 
Battle Tank 34.95/20.00 Hollywood Street Fighter 2010 24.95/12.00 Boxyboy 24.95/12.00 Gaiares 44.95/25.00 Sword of Sodan 34.95/18.00 
Beetlejuice 29.95/15.00 Squares 29,95/15.00 ae ae é : / Bravoman 29.95/15.00 | Gain Ground 37.95/20.00 Sword of Vermillion  34.95/18.00 
Big Foot 24.95/10.00 Ikari Wariors3  29.95/15.00 Pe" 29.95/15.00 Chew Man Fu 29.95/15.00 Ghostbusters 24.95/12.00 Target Earth 24.95/12.00 
Bionic Commando _19.95/8.00 Immortal 34,95/20.00 —_ — =! China Wanior 19.95/10.00 | Ghouls ’N Ghosts 24.95/12.00 | Technocop 34.95/ 18.00 
Black Bass 34.95/20.00 Indiana Jones D | Cratermaze 19.95/10.00 Golden Axe 29.95/15.00 Thunder Force Il 19.95/10.00 
Blades of Steel  24.95/10.00 The Last Crusade 29.95/15.00 Oo n I Cyber Core 24.95/12.00 Granada 29.95/15.00 Thunder Force Ill 37.95/20.00 
Blaster Master 19.95/7.00 Isolated Warrior + 24.95/10.00 ] Deep Blue 24.95/12.00 Hard Drivin’ 29.95/15.00 T Lasorda Baseball —_29.95/15.00 
Bubble Bobble 29.95/15.00 Jack Nicklaus Golf 29.95/15.00 = J Devil's Crush 34.95/18.00  HardBall 44.95/25.00 Trampoline Terror 29.95/15.00 
Burai Fighter. -24.95/12.00 Jackie Chan's I ad it Double Dungeons 24.95/12.00 Hellfire 34.95/18.00 Truxton 24.95/ 10.00 
Cabal 24.95/12.00 Kung Fu 29.95/15.00 Dragon Spirit 29.95/15.00 Herzog Zwei 29.95/15.00 71 win Cobra 37.95/20.00 
Gases aaen omy, § 38 | Weeks | isin aaee Bo Ren nm aes 
Captain Skyhawk 29.95/15.00 Jeopardy Jr. 19,95/8.00 rop 95/12, .95/ 15. M 95/25. 
Casino ed 24.95/12.00 Jeopardy 25 Aniv. 29.95/15.00 Dungeon Explorer 24.95/12.00 | James Pond 29.95/15.00 Warrior of Rome 37.95/20.00 
5 ‘Hi Fantasy Zone 24.95/12.00 | Joe Montana Football 29.95/15.00 Whip Rush 29.95/15.00 
Castlevania 19.95/8.00 Journey to Silius  29.95/15.00 for payment for your yy I 
i Fighting Street (CD)24.95/12.00 | John Madden Football 37.95/20.00 Wings of Wor 37.95/20.00 
Caveman Games 29.95/15.00 Joust 24.95/ 12.00 cartridges or other ghting (CD) ! 
Kid Icarus 24.95/12.00 cartridges. Send your l Final Lap Twin 24.95/12.00 Junction 24.95/12.00 Zany Golf 24.95/12.00 
Challenge | 9 y 
Pebble Beach 29.95/15.00 Kid Kool 24.95/12.00 cartridges to BAE Software Final Zone Il (CD) 29.95/15.00 Klax 29.95/15.00 Zoom 19.95/10.00 
Champ. Bowling  24.95/12.00 King’s Knight 19.95/8.00 _ andwewill promptly send §} Galaga ‘90 24.95/12.00 King’s Bounty — 44.95/25.00 _ All Used Genesis cartridges must 
Chessmaster 34.95/20.00 Kings of the Beach 24.95/12.00 [J you cartridges that you've He reread Golf Ree Lakers vs. Celtics 37.95/20.00 include plastic case and instructions. 
Chubby Cherub —29.95/15.00 KlashBall 29.95/15.00 ordered or send youa check g JJ and Jeff .95/ 10. =—_——_ = SS = =| | — = 
Coderarne Viper —_19.95/8.00 Klax 29.95/15.00 within 2-3 days of receiving I bee of Casino ee ae I I 
Conan 29.95/15.00 Krion Conquest 29.95/ 15.00 your cartridges. You don't lax i i B N 
Conquest and the Last Ninja 29.95/15.00 have to buy anything to sell J Legendary Axe 19.95/10.00 l J 
Crystal Place 29.95/15.00 Legend of Zelda 19.95/8.00 back your cartridges, we'll I Legendary Axe Il 34.95/18.00 | : I 
Contra 24.95/12.00 Little League Championship send you a check, not just a l Microbox 24.95/12.00 Return this coupon when you I 
Cryon Conquest —_29.95/15.00 argos 19.95/8.00 J coat ale pelea Worette law ca) yee eee J] sell back 10 Nintendo Cartridges and receive a $10.00 BONUS 
Crystalis 24.95/12.00 Little Nemo for anything! 99/12. 
Days of Thunder 24.95/12.00 the Dream Master 29.95/15.00 = = === mmm mall Moto Roader 24.95/ 12.00 ‘ ks ; ] 
i Lode Runner 29.95/15.00 Super Dodge Bal . . leutopia . A A H 
Deja Vu 29,95/15.00 : She: oe Dodge Ball 29.95/15.00 feu an 2 rae i | sell back 20 ae ee ae eae ag 00 BONUS. 
Destiny Opz 95/12, r 95/18. 0d through September 30, 1991. 
ofanEmperor  24.95/12.00 Low G Man 24.95/12.00 Mario Bros 2 29.95/15.00 Ordyne 24.95/12.00 = 
Dick ee 19.95/8.00 Lunar Pool 29.95/15.00 Super Pac Land 24,95/12.00 Titles in /TAL/CSare newer and may or may not be available, please call 
Dirty Harry 29,95/15.00 Mafat Conspiracy 24.95/12.00 Mario Bros3 —34.95/20.00 Power Golf 24.95/12.00 for availability. All Used Cartridges have a 90 DAY WARRANTY and are 
Donkey Kong 24,95/12.00 Magic of Scheher. 29.95/15.00 Super Off Road —_29.95/15.00 Psychosis 24.95/12.00 subject to availability. Although prices are subject to change without 
Donkey Kong3 _—_19.95/8.00 weoidan ne 34.95/20.00 ot et ; ae a Goon Het ig notice, most prices in this ad will be effective September 1-30, 1991. If we 
Donkey Kong Clas. 29.95/15.00 Major League 19.95/8.00 swords & Serpents 24: 5 q . do not receive your package by the above date or your game titles are not 
Deny Kong Te ' 24.95/ 10.00 Maniac Mansion 29,95/15.00 Tecmo Baseball 24.95/12.00 Side Arms 24.95/12.00 _isted in this a youl be paid from our current Be ist We reserve the 
Donkey Kong Marble Madness 29.95/15.00 Tecmo Bowl —34.95/20.00 Sinistron 34.95/18.00 ight to refuse any sale or purchase. Allow 3 weeks for personal checks to 
Jr. Math 24.95/12.00 Mario Brothers  24.95/12.00 Tecmo Wrestling 24.95/12.00 Sonic Spike 34,95/18.00 clear, send money order for faster processing. Due to the nature of game 
Double Dragon 19.95/80 Mechanized Attack 24.95/12.00 Teenage Mutant Space Harrier ——29.95/15.00 cartridges, we are unable to give refunds . For UPS shipping, add $5.00 
Double Dragon Il 24.95/12.00 Megaman 29.95/15.00 _NinjaTurtles  29.95/15.00 Splatterhouse 29.95/15.00 for the first cartridge and $.50 for each additional cartridge. 
Double Dragon Ill 29.95/15.00 Megaman 2 29,95/15.00 Teenage Mutant Ninja Turtles Super Star Soldier 34.95/18.00 —Alaska/Hawaii $10.00 Minimum. California Residents add 6.5% tax. If you 
Dr. Chaos 19.95/8.00 Megaman 3 34.95/20.00 _ArcadeGame — 39.95/24.00 Super Volleyball 29.95/15.00 are unclear about any of our policies, procedures or prices, please call. 
Dracula's Curse 24.95/12.00 Metal Mech 29.95/15.00 Thunderbirds .95/ 15. to the Hoop 95/10. " 
Dragon Warrior ll 34.95/20.00 Monopoly 39.95/24.00 Time Lord 24,95/12.00 Tiger Road 34.95/18.00 | Send your Cartridges to: 
Dragon's Lair 29.95/15.00 Ms. Pac Man 34.95/20.00 Times of Lore 34.95/20.00 Taek Ki : ete 
Duck Tales 29.95/15.00 M.U.L.E. 29.95/15.00 Tombs & Treasures 24.95/12.00 Tricky Kicl fs i 
Di Magi 24.95/12.00 NARC 24.95/12.00 Top Gun 2 24,95/12.00 TV Sports Football 29.95/15.00 
Ihyaona age 24.95/12.00 NASCAR Challenge 29.95/15.00 Top Player Tennis 24.95/12.00 vege Tactical hice Dept. VG9 
Family Feud 29.95/15.00 N.F.L. 24.95/12.00 Total Recall 24.95/12.00 Gladiator : . 
Su a, eee rae 0 NES Play Action FB 29.95/15.00 Totally Rad 29,95/15.00 Victory Run 19.95/10.00 MasterCard 
l Night: , Elm St 24.95/12.00 Touchdown Fever 29.95/15.00 Vigilante 19.95/10.00 f 
For COMPLETE PRICE LIST ightmare Elm / Mf . x i! . 
\ and catalog, send your Name, Ninja Crusaders —29.95/ 15.00 iat Racing ee ee ee re nd O t Wa r (=) 
Complete A 1d $1.00 | Ninja Gaiden 19.95/8.00 Ultima .95/8. se _ 24s : a 
forPosiago& Handing to: | Ninja Gaiden 2 1998/6.00 Ultima: Quest World Cout Tennis 2495/1200 | 352 W. Bedford, Suite 104 | gaa 
Nobunaga's ofthe Avatar 34.95/20.00 Y's Book 1&2 (CD) 34.95/18.00 Fresno, CA 93711 >) 
| BRE Software | Ambition 3495/2000 Utimate Basketball 3495/20.00 ay ed TuboGra 16 , 
see Nonmenee res 95120-00 cartridges must include plastic | Credit Card Orders: (209) 438-4263 _No Credit 
P.O. Box 2615) | Ambition 2 44.95/80.00 Untouchables 29.95/75.00 "CD case and instructions. } 24 Hour Recorded Info Line: (209) 432-2644 Card Surcharge 
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COLOR PORTABLE VIDEO GAME SYSTEM 


L2SU5E67890F) 


ATTER UP has hard-hitting power, 

screaming line drives, impossible diving 

catches and sizzling pitches. Whack that 
fast-ball into the grandstand! Hurl hair-raising 
curve balls past the batter. Leap to snag mile- 
high fly balls. You control the lineup, call in 
pinch hitters and relief pitchers, even bunt and 
steal bases. Choose from 14 teams, two stadi- 
ums, plus five and nine-inning games. With two 
Game Gears, challenge a friend to create your 
own world series. 


The Game Creator 


[ 





ere's PAC-MAN, zipping around the maze 

munching yummy ghosts. If they catch 

him, he's ghostflakes! Chomp down 
power dots and fruit treats for big bonus points. 
Connect two Game Gears for extra ghost-mania. 
Choose different rounds to even up the competi- 
tion. When you gulp a ghost, it pops up in your 
friend's maze. Then he's got double trouble, and 
you've got the points! 


Namco Hometek, Inc. 
3255-1 Scott Blvd. Suite 102 
Santa Clara, CA 95054-3013 


© 1991 Namco Ltd., All Rights Reserved. PAC-MAN, BATTER UP, and The Game Creator are trademarks of Namco Ltd. These games are licensed by Sega Enterprises, Ltd. 
for play on the SEGA GAME GEAR SYSTEM. SEGA™and GAME GEAR™ are trademarks of Sega Enterprises, Ltd. 
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Vo ATTACK FIRST. 
ar ASK QUESTIONS 
win 4 LATER. 
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New! For Your Sega” Genesis" System. 


Y \T k Join in a desperate 
TART ones attempt to rescue what 
remains of the once proud 


Be a part of the elite 
civilization of Darius. P 


Fight to keep the demonic fighting squadron to 
harbingers of doom from lambast alien invaders 
taking control of the earth ;, right out of the galaxy! 
for all eternity. 211700 





SUURE 0929300 





HI 6624800 








i eos Bee aad 


ee. 
TIEN H-Bol 
PN M4 


@ ‘ 
Li 1M Licensed bySega of America, Inc. for play on the Sega™ Genesis™ System. Sega™ and Genesis” are trademarks of Sega of 
/ 2 America, Inc. Taito} The Only Game in Town" Sagaia"} Rastan Saga II" and Space Invaders ’91™ are trademarks of Alive} 
; f America Corporation. Taito™@4.991, All rights reserved, 
, THE ONLY GAME IN TOWN. Ya 
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